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History in the Making 


The 8-Bit Era Brought Us More Than Incremental Improvements 


meet the 
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Mike Kennedy 
Publisher 


Mike wishes everyone a very retro 
Christmas and a Happy New Year! 
Cheers! 


Favorite Genres: Shmups, Twitch, 
Platformers, RPGs 


Favorite Games: Resident Evil, 
Captain Goodnight, LittleBigPlanet 


Now Playing: Alien vs. Predator 
Caguar), Wavy Navy (Apple Iic), 
Mighty Gunvolt 

Favorite Christmas Gift: All | can 
say is Mattel Electronics handheld 
games made great stocking 
stuffers! Ho ho ho. 


Mark Kaminski 
Creative Director 


Shaking it up, just like bad 
madicine... 

Favorite Genres: Action, Shmups, 
Survival-horror 

Favorite Games: /wisted Metal 2, 
Life Force, Resident Evil Outbreak 2 
Now Playing: Reagan-Gorbachev, 
Outrun, Towerfall Origins 

Favorite Christmas Gift: \Mom took 
me shopping and we picked out a 
7800 and on Xmas she switched it 
with a NES. Total shocker! 


David Giltinan 

Managing Editor 

Entering his 30s has given David 
more of an appreciation for slower- 
paced strategic titles. 

Favorite Genres: Fighting, Action- 
adventure, Puzzle, Point-and-click 
Favorite Games: Chrono Trigger, 
Maniac Mansion, Street Fighter II 
Now Playing: Destiny, Persona 3, The 
Binding of Isaac 

Favorite Christmas Gift: Without 
question, it had to be when | got the 
NES with a copy of Snake’s Revenge. 


Talk about a childhood-defining 
moment! 


Fhe = SS UF 2. 
Ie 5 
7. Me 


Va 7 


mm: y 


CONTENTS 


ISSUE 5 


RETRO NATION 


en RETRO Responds - RETROheads 
share terrible comics, call us out on the 
importance of PC games, and ponder an 
all-FMV future. 


5S sccsmins Rise From Your Grave - Chris Ainsworth 
makes his RETRO debut with advice on 
the hardware hacker's must-have tools. 


ere Arcade Archives - Join us on a deep 
dive into the heyday of American Laser 
Games. 

Y eee Silverball Spotlight - Preston Burt offers 


advice to first-time pinball purchasers. 


8 sma Homebrew Heaven - Michael 


Thomasson delivers breaking news on the 


return of Ralph Baer Pinball. 


RETRO FEED 


10 ccs The Schwag Bag - What do you get when 


you mix a dose of Donkey Kong goodies 
with a pairing of Pac-Man-themed 
paraphernalia? Find out here! 


12 scsi RETRO High 5 - Luke gives his thoughts 
on why the resurrection of retro rules! 


14....063 All About the Art - Publisher Mike 
Kennedy chats with Synapse Software's 
cover image champion, Tim Boxell. 

16....... Primal Soup - ‘Tis the season for giving, 


but Jeremy Parish isn't sure if gaming 
agrees. 


RETRO FEATURES 


18... The Making Of... - David L. Craddock 


examines what made gamers go bananas 


for Donkey Kong Country. 


22 ccsssvs RETROspective - Marty Goldberg takes 
a look at one of gaming's most influential 
yet underappreciated titles, M.U.L.E. 


24....... RETROspective - Brady Fiechter waxes 
philosophical about the impact and 
ambiance of Super Metroid. 


26....... The Ultimate Homage - RETRO takes a 
ook at why Ultimate NES Remix might be 
he perfect bridge between Nintendo's 
past and the present. 


30....... A Rivalry Returns - The original “Big 
3” are back at it thanks to an AtGames 
hardware revival. 


34....... Axiom Verge - Tom Happ spent the last 
ive years trying to make the next great 
etroidvainia game. 


RETROactive 


waves The Time is Now - After getting his fill 
of AA development, Lunar Ray Games’ 
Bodie Lee is taking the indie plunge with 
Timespinner. 


iesie Oozing with Potential - Can a 
WayForward/TMNT team-up result in a 
top-shelf outing for everyone's favorite 
turtles? 


decane A Walk on the Weird Side - What do you 
get when you mix Castlevania, Dark Souls, 
and the unique, haunting style of a James 
Silva slasher? Salt and Sanctuary, that's 
what. 


RETROgrade 


ceed Latest Releases - We cross swords with 
Pier Solar HD, Gauntlet, Hack ‘n’ Slash and 
more. 


bes Retro Reviews - Karnov, Prehistoric Isle 
2, and Destruction Derby all get a second 
chance with RETRO reviewers. 


RETRO ReCollection 


vonses Insane Game Collection - Gain 
knowledge while you game with the 
Strong Museum of Play and their 
whopping collection of interactive 
oddities. 


wsenee Collect-a-Thon! - Chris Kohler can't quit 
carts, so he's back with highlights from 
another notable Nintendo library, the 
N64's. 


ee Collecting Castlevania - Chris drops in 
another guide to gathering games, with a 
focus on Konami's bat-bashing franchise. 


wre RETRO Rarities - Jeremy Parish takes 
a journey to the pixelated planet of 
Sunsoft’s Trip World. 


RETRO Rants 


sevees NES Nation by Pat Contri 
an Conventional Wisdom by Kevin Baird 
sistas Seanbaby vs. The World by Seanbaby 


ee Experience Points by Scott Johnson 


eer CONTENTS 
e128 418 ee o-—-tes® 4 


o*e~ Y as 


Po 


Da 


ie 


) 
FAS 4 


‘Ct gate 


i) 


Bh 2] 
be 


hi 
ns 


sth “ir 
ay A 
MONKEY BUSINESS: THE MAKING OF DONKEY KONG COUNTRY | 


= 2 RR = Ss hae i es 
OLE 


Aquattack Brain Strainers 


‘ | Artillery Duel Bump'n' Jump 


Choplifter! 


| Bankruptcy Builder | / 


eee es 


. 


RETRONATION 


OMA QA BRA FROM THE MAILBAG 


Letter of the Month: When You Set 
the Bar at “Terrible”... 


Hello my name is Damon Reynolds. | runa 
webcomic called “That Terrible Comic Strip” 
and | am looking to expand my content be- 
yond Facebook. The attached photos in this 
email are some videogame content comics 
that | am excited to share with you. 


lam always coming up with new ideas and 
open to any positive or negative comments 
you may have. 


— Damon Reynolds 


RETRO responds: While we'd be lying if we 
didn’t admit that the first thing that springs 
to mind when looking at this is “what the...”, 
we can’t help but appreciate your attempt to 
highlight a darker side of some of gaming’s 
time-honored tales. And while we don’t 
Rnow where your opinion of Toad and Luigi's 
off-camera relationship originates, it’s defi- 
nitely a conversation-starter. 


=) www.readretro.com 


Full Motion Madness 


Hey guys! Really loving the magazine. | got 
my first issue the other day (#4) and was 
wondering if you had done an FMV issue yet, 
or will be doing one possibly in the future? 


Being a big Sega CD/3DO fan this would be 
right up my alley! 


Thanks, 
— Vampyre Mike 


RETRO responds: That's 
an interesting thought, 
Mike. FMV added a new 
dimension to storytell- 
ing in games, leaving 

a lasting impression 
with games like Sewer 
Shark and Phantas- 
magoria (and a healthy 
fear of pop music via 
the shudder-inducing 
Marky Mark and the Funky Bunch: Make 
My Video). We're actually getting away from 
a theme in the next couple issues of RETRO, 
but we'll find a way to show FMV gaming 
some love just for you! 


Welcome to RETRO Responds, where we answer 
questions from readers. IF you've got a question for 
the crew, hit us up at LETTERS@READRETRO.COM 
and you might see yourself in our next issue! 


On Lists, Love, and Platforming on 
the PC 


First off I’d like to congratulate you guys ona 

great magazine. Best I<ickstarter I've ever backed, 
honestly. I've enjoyed every issue so far. The topic 
of platformers in issue #4 was one close to my 
heart, but being a PC gamer in the ‘90s, | felt like 
there were a lot of omissions from your platformer 
roundup. While the PC had a lot of lackluster plat- 
formers, blatant clones, and pale imitations, it also 
had a handful of gems that helped define the genre 
as much as Mario or Sonic did. 


The big omission to my mind was Prince of Persia. 
It was a technically difficult and unforgiving game, 
sometimes the jumps hinged on a single pixel, 
and the combat was amazing. Every enemy was 
as lethal as you, and each enemy presented a very 
real danger to the player. There were no goombas 
you could only blame yourself for walking into. The 
entire game had you running to a time limit, so it 
was ideal, even designed for speed running. Jordan 
Mechner made what | think is one of the true mas- 
terpieces of gaming, in Prince of Persia. 


In a similar vein, Flashback would have been a 

good mention, too. If Prince of Persia influenced the 
design of Flashback, Flashback was the spiritual 
ancestor to Abe’s Oddysee. While the PC had plenty 
of Metroidvania games, Flashback really refined 

the art. 


I'm not disagreeing you picked some great plat- 
formers to highlight, but | Felt it was worth pointing 
out the PC wasn’t all point-and-click adventures 
and first-person shooters in the ‘90s. Looking 
forward to issue #5, 


— Michael 


RETRO responds: It’s a fair point, Michael. It’s also 
worth pointing out that the PC is currently the space 
blazing the most trails in terms of the platform 
genre, largely because of the indie dev scene's un- 
yielding love for many of the classics we grew up on. 


That said, the article was definitely slanted toward 
the console side of platform gaming, and we admit- 
tedly missed out on giving due respect to some of 
PC gaming's early stars. We'll do our best to reflect 
on some of these omissions in the near future, so if 
you see them in the pages of RETRO, Rnow that this 
letter helped get them there! mm 


ve RISE FROM YOUR GRAVE 


Round out your hardware-hacking toolkit. » chris Ainsworth 


Anyone who's pulled apart a cartridge or irreparably destroyed a rare board 

should be familiar with the basics of the game repair toolkit: precision drivers, 
soldering gear, specialist bits for security screws, and so on. Any electronics- 
focused toolbox should contain these parts, yet there are many other less-common 
pieces that can be equally beneficial. Here are some of my favorites. 


nial 


The single most important piece of 
equipment I'm going to recommend is 
also the cheapest: Buy yourself a spudger. 
In fact, spudgers are such a useful tool 
that I'm going to make the previous 
sentence the pullquote for this article. A 
spudger is enormously useful, and along 
with a precision screwdriver set, among 
the most oft-used tools in my collection. 
Nonconductive with one flattened end 
and one pointy end, it's perfect for poking 
about within sensitive electronics, lifting 
EEPROMs, following traces, and separating 
plastic shells without leaving dings or 
scratches. 


Next on the list: a headband flashlight. A necessity if you frequently find yourself awkwardly buried 

headfirst inside an arcade cabinet, headlamps are also an effective way to throw light exactly where 
you need it when hunched over a board or console disassembly project. With workable appendages at a 
premium, anything that frees up a hand is a good thing. As we're working with game hardware here and 
not spelunking, don't spend too much on a high-end light. Focus less on lumens and pick up something 
lightweight and comfortable that can be angled on the headband as needed. An entry-level model such as 
a Fenix HL10 or HL22 is more than sufficient. 


TECH TIPS 


LITTLE CONTAINERS 


Here's the easy one: little containers. Their 
use should be obvious, but having a handy 
stack of small containers with sealable lids 
makes it much easier to keep track of and 
separate out various parts of a build. If you 
take a break on a project halfway through, 
apply a strip of masking tape and note the 
contents with a sharpie; it'll save you a lot of 
stress six months down the road when you 
return to it. | use spent shaving cream tins 
(hell, a good enough reason to begin shaving 
with a double-edge razor and brush), but 
a set of cheap small plastic food storage 
containers will do just fine. Glue a small 
magnet to the bottom of the inside of one 
or two of ‘em and you'll never lose a tiny 
screw again. Unless you drop it between 
the component and the container, but that's 
what magnetic screwdriver bits are for. 


DESOLDERING GUN 


And here's the expensive one, but it’s also 


the tool that comes with a caveat. If you don’t 
do much soldering, feel free to pass on this 
(desoldering wick or a solder sucker will do just 
fine for small jobs), but if you enjoy tinkering 
with board repair, console modification, or 
ever plan to install a cap kit, invest in a decent 
desoldering gun. Desoldering is the worst, 
so anything that makes it easier (almost fun, 
even!) is a godsend in my book. As with all 
soldering gear, invest in quality — well-built 
hardware will likely outlive you. I'm a big fan of 
the venerable Hakko 808 gun. Oh, the time it 
will save you! Trust me, you'll be grinning like 
an idiot the first time you desolder a handful 
of components from a board. The bbzzzzt 
sound is also incredibly satisfying. 


Do you have a much-loved addition to the 
standard videogame toolkit? Let us know, and 
I'll mention some of the cleverest and most 


useful in a future column! 7h 
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ARCADE 


(1990) 


The one that started it all. Bad cowboys, shoot them! 


(1992) 
Laughable low-budget sci-fi, Space Pirates stands as 
a giant of B-movie gaming within a catalog made up 
entirely of B-movie games. 


(1992) 
Shoot crap in a grocery store with Gallagher. What? 


B i 
PATROL J 


(1993) 
If you were really good at this game, they'd recruit 
you into the actual Delta Force. Kind of like The Last 
Starfighter, but real. 


Like NARC, but dumb(er). 


aa 


Another shooting-cowboys game and a fitting 
thematic endcap, Fast-Draw Showdown is historical- 
ly significant for being the only vertical-orientation 
LaserDisc game released to arcades. 


’y Chris Ainsworth 


The Rise and Fall of American Laser Games 


In 1990, half a decade after the birth, boom, and death 
of the arcade LaserDisc craze, a small spin-off compa- 
ny called American Laser Games released Mad Dog 
McCree, a live-action LaserDisc light-gun game. 


Robert Grebe, founder of American Laser Games, had 
previously developed a system called ICAT (Institute for 
Combat Arms and Tactics), a police trainer built around 
an IBM PC, a modified handgun, and a series of prere- 
corded scenarios that could be selected by the training 
officer. Unlike its competitors at the time, ICAT was in- 
teractive, featuring a branching video system with a va- 
riety of outcomes based on the reactions and accuracy 
of the trainee. 


For the American Laser Games take on the ICAT sys- 
tem, the team mated Amiga 500 motherboards to a 
series of custom PCBs designed to interface between 
the standard home computer, peripherals, and the 
Sony LDP-1450 LaserDisc player (a notorious weak 
spot for arcade collectors, as the LaserDisc hardware 
was not designed for the frequent seeking of short seg- 
ments, leading to the popularity of Out of Order signs 
on many an arcade cabinet). 


Based in Albuquerque, New Mexico, ALG filmed the 
games’ action scenes on existing sets in the region, 
the most notable being Old Tucson Studios in Arizona, 
where the observant player may recognize locations 
from a long list of westerns, including the Little House 
on the Prairie TV series and 1972's Gunfight at the O.K. 
Corral. Once edited and transferred to LaserDisc, the 
scenes were supported during gameplay with graphical 
overlays rendered by the Amiga, crudely denoting in- 
structions, scoring, and gunshot markers. 


Mad Dog McCree was the first of the American Laser 
Games titles and, bolstered by sensationalist headlines 
decrying the morality of marketing a police trainer for 
entertainment spectacle, was a moderate arcade suc- 
cess, leading to the development of nine more games in 
the genre from 1991 to 1994. 


With the success of McCree and others, ALG turned its 
attention to the home market, focusing development 
efforts on Trip Hawkins’ unsuccessful 3DO console (a 
modified version even serving as a platform for later ar- 
cade releases) and other CD-ROM systems, until declin- 
ing sales led to a 1999 buyout by Her Interactive, itself 
an earlier spin-off of ALG and most known for games 
based on the venerable Nancy Drew license, drawing the 
American Laser Games heyday to a close. 


One year later, Digital Leisure, the current holder of the 
Dragon's Lair and Space Ace franchises, acquired the devel- 
opment and licensing rights to the entire American Laser 
Games catalog. As is often the case with a Digital Leisure 
property, highlights from the ALG library have since made 
their way to both DVD and multiple modern platforms, in- 
cluding the 3DS, Wii, iOS, and PlayStation Network, offer- 
ing both the nostalgic and the newcomer an opportunity 
to play some of the finest examples of the B-movie arcade 
experience, the LaserDisc light-gun shooter. 4 


Chris Ainsworth (@driph) is a videogame designer and writ- 
er in Las Vegas, Nevada. He has been an avid gamer since 
that first satisfying click of a Star Raiders cartridge into 
the Atari 400, and blames the membrane keyboard for his 
two-finger typing style. 


' “Tae A PLUNGE AND 8uv'A clas 


In case you haven't heard, pinball’s experiencing 
a revival. Whether folks are getting reacquainted 
with pinball though classic, hands-on experiences 
such as conventions and local leagues, or whether 
they're being introduced to pinball for the first time 
through popular smartphone apps, such as Pinball 
Arcade, pinball popularity's at a high point not seen 
in nearly 15 years. 


While Farsight Studios’ and Zen Studios’ digital 


many, a real, phys | table\is the true draw. One 


versions can = craving for a quick fix, for 


of the reasons pinball is experiencing such an up- 
tick in demand is that in this modern touch-screen 
world, so much of our lives is ‘spent in the digital 
realm. With a inball machine, you control a phys- 


ical. ball i in the real world where a "@ tap, or 
tilt of a machine can mean the differe etween 
high-score glory or utter defeat. 


Sadly, unless you live in a major city, finding pin- 
ball on location in an arcade, bar, or laundromat 
can still prove difficult, which means shelling out 
the dough for your very own pin may be your best 
option. Whether you've been bitten by the pinball 
“bug,” are interested in starting a new hobby, or 
want to relive the glory of your youth, here are a 
few tips to look out for when purchasing your first 
pinball machine. 


\ 


PRICE 


Price is obviously one of the first considerations of 
any buyer, so if your first instinct is to buy the first 
game you see on eBay, back away from the keyboard 
and run! It'll take a little bit of research and some 
patience, but your first pinball machine can be very 
affordable. Unless you're hard-set on a specific title, 
then there are many different price points available to 
you based on era, theme, and demand. Electro-me- 
chanical, or EM games, are generally the cheapest, 
with early solid state, late alphanumeric, and finally 
dot-matrix display (DMD) increasingly expensive. 
As a general rule, the older a game is, the less it will 
cost you. So if you're on a tight budget, think “classic.” 


Most buy-it-now game prices on eBay are considered 
“retail,” and should be avoided unless you've given up 
all other available avenues. Familiarize yourself with 
current market trends by checking out bostonpinball. 
biz to look at pricing history based on recent sales: 


Generally, games sold by collectors are cheaper than 
retail, so try to get plugged into the local scene or 
look for the nearest convention for some decent deals 
(especially on the last day). Amusement auctions are 
few and far between these days, but Craigslist is still 
a viable option and, since you can search locally, you 
can check it out in person to make sure it's a good fit. 


CONDITION 


Though I’m a fan of a game with some fresh-from- 


the-arcade “character,” you may want to avoid 
well-played examples for your first table. The most 
That's 


the part that receives the most action, and without 


important thing to scrutinize is the playfield. 


proper care, can have the most damage. Although 


you can touch up some missing paint here and there, 
if it looks like Freddy Krueger handled your playfield, 


you may want to pass. 


Though some companies such as classicplayfields. 
com sell reproductions, their stock is limited and ex- 
pensive. Similarly, if a game's backglass artwork is 
significantly peeling or flaking, depending on your 
purchase price, you may already be underwater. But 
don't worry too much if the playfield looks dirty or the 
rubber rings are old and broken. Playfield cleaning 
supplies and new rubber kits are plentiful and cheap. 
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SCARCITY, 
The idea of a rare pin n may | be appealing at first 


glance, but think twice before you take the leap. 
Witha few exceptions, the lower the production run, 
the less valuable a game, and the harder it is to find 


replacement parts if it breaks. 


What's more, if pinball companies had a low produc- 
tion run, it means people weren't buying or playing 
that game — usually for a reason. Check out ipdb.org 
to look at production runs and see if there's plenty of 
support and resources available for your game. 


RELIABILITY 


Many of the games you may have your eye on can be 
20 years old or more! Technology has come a long 
way since these games rolled off of the assembly 
lines. Unfortunately, some of this antiquated hard- 
ware can be difficult to repair a ane ine 


, a 


When looking ata game, always inspect the circuit 
boards for the scourge of all hobbyists: leaking bat- 
teries. In the event that a game sits in storage for 
years and isn’t maintained, the board-mounted bat- 
teries can leak and cause significant damage! 


If you think you may be in over your head, check and 
see if manufacturers like rottendog.us make a new 
replacement circuit board for the machine in ques- 
tion. These plug-and-play replacements can be a 
godsend for numerous pesky pinball gremlins, but 
can be an added cost you didn't anticipate. 


If all of this seems a bit arduous and you don’t mind 
breaking your piggybank, there are still several man- 
ufacturers selling brand-new, worry-free games. 
Stern Pinball, Jersey Jack, and Spooky Pinball are 
all shipping hot new pins, which come with limited 
warranties and hours of entertainment. New or old, 
whatever you choose, owning a pinball machine is 
extremely fulfilling and fun. So step up, push start, 
and take the plunge into this exciting hobby! 4 


Preston Burt is the founder of the Atlanta Pinball 
League, the co-host of the Gameroom Junkies pod- 
cast, and an organizer for the Southern-Fried Gamer- 
oom Expo in Atlanta. 
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In 1978, Ralph 
Baer (“Father of 
the Home Vid- 
eogame”) and 
Sanders _ Associ- 
ates engineer Don 
McGuiness started 
a pinball game for 
the Odyssey2. The 
game was eventu- 
ally abandoned due 
to internal entanglements at Magnavox. 


Premiering in the pages of RETRO, Home- 
brew Heaven presents Ralph Baer's Pinball 
in its original form, as well as a completely 
new and updated rendition, featuring en- 


A SLEW OF 


HOMEBREW HEAVEN 


hanced graphics, improved ball physics, 
multiple table layouts and more! This very 
special edition completes Baer’s original vi- 
sion and was crafted via his personal input 
with his blessing. 


This special release, limited to 100 copies, 
includes many bonus items including a 
full-color manual, a vinyl sticker featuring 
the Odyssey2 logo, a miniature pinball, a 
refrigerator magnet depicting the box cov- 
er, an Activision-style fabric patch, and a 
newly discovered and unpublished photo 
of Bear — the only known photo of Ralph 
with an Odyssey2 console known to exist! 
Plus, each numbered box is autographed 
by Baer himself. 


SURVIVORS 


The Classic Gaming Expo (CGE) is known 
for premiering homebrew releases, and this 
year's show in Las Vegas was no different. 
Williams’ popular coin-op Joust featuring 
knights riding ostriches and storks flapped its 
way to the ColecoVision. Two games initially 
released for use with Coleco's Roller Control- 
ler, Victory and Slither, were reprogrammed 
with standard controller functionality. Turbo, 
which previously required the Driving Mod- 
ule to play, was also rereleased to be played 
with no additional hardware. Meteoric Show- 
er, previously only available as a built-in game 
on Telegames’ ColecoVision clone, the Dina, 
was made available on a ColecoVision-com- 
patible cartridge. 


The Atari VCS, always the favorite of the 
show, received a whopping seven titles at 
CGE. The “Candy Crush for math geeks” title 


2048 received the demake treatment while 
new games FailBoat sank and Rocket Pod 
blasted off onto the scene. 


Road Duel was being demoed on the show 
floor (and autographed) by designer and 
programmer Steven Smith. Seven years 
in the making, Road Duel may possibly 
be the first Atari game programmed by 
a legally blind individual. Kudos to Mr. 
Smith for making his childhood dream of 
making his own Atari game come true! 


Surprisingly, retro homebrew titles The Sha- 
man, Goblin Chaser, and Monster Ball finally 
emerged on their own VCS cartridges after 
lying dormant for well over a decade. Not to 
be left out, Blix, a sliding-puzzle game, was re- 
leased for the Intellivision and sold out almost 
immediately. 


Sega’s swan song, the Dreamcast, always seems to be 
getting new shoot-em-ups, but this time around the 
game SLaVE appears to be a first-person shooter run- 
ning on the enhanced Doom engine known as 3DGE. 


Speaking of shooters, the original shooter Wolfenstein 
3D is being ported to the Sega Genesis and both John 
Carmack and John Romero would be impressed. Put on 
Blazkowicz's boots again and see if you can escape the 
German prison while bagging a few Nazis on the way out. 


Finally, in an amazing turn of events, the excellent 
Genesis homebrew game Pier Solar has gone main- 
stream. Following a successful Kickstarter campaign, 
an HD remake of this excellent RPG is landing on 
personal computer platforms and multiple console 
releases including Dreamcast, PlayStation 3 and 4, 
Xbox One, Wii U, and even indie favorite Ouya. A 3DS 
version may also be in the pipeline. 


THE SHOW WHERE TWO CHODES LOOK FOR VIDEO GAMES... 
YOUTUBE:CAPTAINSBIT 
OR JUST GOOGLE “GAME CHASERS” 
BE SURE TO SUBSCRIBE AND STUFF... 
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HUGE SELECTION! 
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SCHWAG 


Rf aR 
ON's Art of Capcom: Complete 
MANUFACTURER: Udon Entertainment 


URL: barnesandnoble.com 
RELEASE DATE: 10.07.14 MSRP: $53.76 


UDON and Capcom go together like Ryu and Hadokens. The studio has done comics, graphic novels, and 
/ art books utilizing the famed game company’s characters and games for over a decade. Now you can own 
all of the best illustrations spanning this relationship in one mega-sized collector's item! Featuring work 
from 80 UDON artists, this marvelous book is 600 pages of gorgeous pieces spanning a diverse mix of 
Capcom franchises. If you're a fan of Street Fighter, Darkstalkers, Mega Man, Rival Schools, or Strider, there's 


something in here for you to love. 7 5 
OS NW Mea 
ThinkGeek Beach Boy Towel 


MANUFACTURER: ThinkGeek 
URL: thinkgeek.com 
RELEASE DATE: 07.19.13 MSRP: $13.99 


Just because you're out in the sun and sand doesn’t mean you can't still show off your retro gam- 
ing pride. What better way to do this than this awesome representation of everyone's favorite old- 
school handheld courtesy of ThinkGeek? Complete with a directional pad, A and B buttons, and 
that memorable, spinach-green display, this is an excellent way to catch some rays while staying 
close to what you'd rather be doing. 


Pac-Man Stapler 


MANUFACTURER: Paladone Products 


URL: fab.com 
RELEASE DATE: AvailableNow MSRP: $12.99 


—— You're in the office with nothing but papers, pens, 
and a filing cabinet. BO-RING! Time to liven up the 


_ work area with this eye-catching and instantly recog- 

oS nizable stapler. Be the envy of your coworkers as you 
Bye ° ab put those quarterly financial reports together with 

a everyone's favorite ghost-gobbler. Power pills are not 


@ @ Am included. 
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Atari Joystick T-Shirt 


MANUFACTURER: Old Glory 

URL: oldglory.com 

RELEASE DATE: 05.15.14 MSRP: $22.00 MANUFACTURER: Interworks 
URL: newegg.com 


RELEASE DATE: Available Now MSRP: $39.99 


Nothing says “I love you” like the tried-and-true Atari 
joystick. Now you, or that special someone in yout life, 


can show off some 8-bit amore with this slick-looking Talk about a blend of old school and new! Interworks has released this funky 
pink tee! Bedecked with the famed controller, Atari lo- controller that looks like an Xbox 360 controller ate a SNES one. Surprisingly, it 
gos, and the classic pixel heart, you'd be hard-pressed works pretty well. The design allows for comfortable play whether you're into 
to find a better way to be both cute and geeky at the first-person shooters or a traditional platformer. It's also mighty versatile, as it's 
same time. compatible with Wii U, Wii, and Android devices. Double it up as a Wiimote 


controller with the flip of a switch! Now you're playing with power. 
www.readretro.com 
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Blinking Light Win 


MANUFACTURER: Arcade Works 
URL: blinkinglightwin.com 
RELEASE DATE: Early 2015 MSRP: $20 


Tired of blowing on your cartridges to play NES games? The ulti- 
mate solution to fixing your Nin-toaster has finally arrived. It's a 
brand-new take on replacing that worn-out connector. Your favor- 
ite games will work the first time and every time. Revive your NES 
with the “Blinking Light Win” and a winner is you! 


Donkey Kong Jenga 


MANUFACTURER: USAopoly 
URL: toywiz.com 
RELEASE DATE: 06.12.10 MSRP: $19.99 


How do you make a classic rainy day game even 
more awesome? Just add a barrel-rolling monkey 
with a dash of Mario! This marriage made in gamer 
heaven introduces a couple of fun new ways to play. 
Build and balance the tower as you make your way 
to the top and save Pauline. Whoever makes it to the 
top, or is the closest there if the tower falls, wins! 
That super hammer would sure come in handy here. 


Pac-Man Heat Change Mug 


MANUFACTURER: Paladone Products 
URL: entertainmentearth.com 
RELEASE DATE: 2013 MSRP: $8.99 


Whether you got a caffeine addiction or Pac-Man fever, this coffee 
mug is just what the doctor ordered. At first, it’s just a blank level 
from Namco's classic coin-op. With a hot beverage poured in, how- 
ever, you'll see the little pill-gobbler in the middle of a game. While 
you may not get a high score for how many cups of coffee you down, 
you can at least feel like a retro champ with this morning mainstay. 


THE COMPLETE ANIMATED SERIES 


MANUFACTURER: ThinkGeek 
URL: thinkgeek.com 


RELEASE DATE: 2013 MSRP: $7.99 


The Legend of Zelda: Complete Animated Series 


MANUFACTURER: Shout! Factory If you're looking to be romantic for the gamer in your 
URL: amazon.com life, this is just the ticket. Looking like it came straight 
RELEASE DATE: 10.18.05 MSRP: $29.99 out of an 8-bit classic, this pixel art flower bouquet is 
a perfect decoration to spruce up work or home. No 
need to water it either! Just don’t expect to gain any 
fireball-throwing powers when touching them. 


“Excuuuuuuuse me, princess!” Everyone who grew up in the ‘80s will either rejoice or cringe when hearing that line, but 
there's no denying the impact of this unlikely animated series. The show introduced Princess Zelda as a hoity-toity damsel 
with the brave but whiny Link, who is always seeking a kiss when saving her. It's a lot more comic and slapstick than many 
fans of the popular gaming franchise may be used to, but there’s no denying the kitsch charm that The Legend of Zelda 
provides. This set comes with all 13 episodes complete with the intros and outros from The Super Mario Bros. Super Show. 


www.readretro.com 
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We're trapped in a time of minimum dinosaur. In the past there were 


dinosaurs, and in the future there wi 
transport cyborg dinosaurs, but righ 
of shadow of Tyrannosaurlessness. 


such shortages of awesome in the re 


| be cloned jet-boosted personal 
now we walk through the valley 
But videogames exist to correct 
al world. And in videogames, the 


kings of the past have already been resurrected and improved with 


modern technology. 


01 // FREEDOM FROM GRAPHICS 


For decades people thought that a game which looked better must be better. It's understandable. We've 


On of 


Ever-improving techno 
games command more 
memory than most wa 


“i 


mute! 


ogy means modern 
resources and 
s, but arcade, indie, 


and smartphone software have hit the right size to resurrect 


retro designs. And like 
youths wielding incredi 
by ignoring our trendy 


made the same mistake with our genetic development for millions of years, and selling games is just 


as based on screwing people. Modern graphics are modern Iron Man suits: We have the technology to 


make them look awesome in adverts, but not to actually do all those cool things. Which is why most 


AAA releases turn you into a mummy ina jeweled sarcophagus being wheeled into place in a museum: 


You pass a lot of beautiful stuff, but have no control over your path, can’t climb out to do anything fun, 


and nothing in the world can truly kill you. 


BioShock Infinite: the prettiest 
ridor you've ever seen. 


cor 


Retro graphics mean you can choose graphics to suit your gameplay. 
The shortage of bits shaped retro graphics the same way the value of 
marble shaped Renaissance sculpture: People developed skills and 
masterpieces. Now we have a gallery of beautiful options including 
vector graphics, cel shading, and those late 16-bit sprites which look 
like someone worked out how to oil paint with mosaic tiles. And all 
those graphics styles are a choice, not a competition. Retro games can 
create and celebrate unique styles. “Realistic” games are all racing to- 


ward the same finish line, which is why most modern shooters look like 


they fell into the same exploding septic tank. 


www.readretro.com 


all old warriors returned to deal with bored 
ble power, they're teaching us important lessons 
bullshit. 


02 // FREEDOM FROM EXECUTIVES 


When creative companies pass a cer- 
tain size (the “cash-and-dicks-we-are 
limit") they collapse into corpora- 
tions, black lightless regions of unbe- 
lievable pressure. But that's just the 
basements where they keep the ac- 
tual developers. Infinity Ward made 
one of the most profitable games of all time 
and their studio leads were fired and threatened with 
legal action. Ideally, helping Activision take over a bil- 
lion dollars should be treated different from shitting 
in their lobby. The music composer for Halo is now 
suing to get paid, and even if Bungie hated him, they 
could have buried him in money so deep we'd have 
evolved beyond ears before he could climb out to tell 
anyone. And it's understood that the only reason EA 
doesn't leash their employees to oars is that Ubisoft 
already snagged the pirate ship idea. 


Small retro games give credits where they're due. 
Notch, the game developer, has now affected tech- 
nological progress more than notch, the mark stone 
weapons made on bones back when they were used 
by the entire human race. One man made more 
money with Flappy Bird than the Wright brothers did 
with powered flight. Kickstarter is enabling beloved 
creators to return to their old franchises, putting the 
old team back together for a last mission, now that 
they're free from those pen-pushers back at base, 
and it'll result in more explosive fun than all those 
action movie clichés put together. 
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. It's never been clearer that 
the improved graphics are 
just the artists showing off. 
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04 // FREEDOM FOR INSANITY 


Corporations are why we have so many sequels. 


Executives don’t see any point in originality 
because dollars have already been invented, 
and making a number bigger is their only skill, 
hobby, and way of feeling anything anymore. 
Modern marketing is based on so much money 
and lying video footage, it’s one step from 
showing a particularly long trailer and stealing 
all the money while everyone's distracted. 
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03 // FREEDOM FROM HARDWARE 


Major developers are shackled to new hardware 
more closely than explosive collars, and while 
even more time-limited, are less likely to result 
in something exciting. They have to code games 
that make the hardware look good, which is put- 
ting the cart before the horse 


That's why early Xbone games involved more 


| desperate shouting, lost money, and upset people 


than the Titanic. The PlayStation Move controller 
couldn't have been a more desperate attempt to 
cash in on other people's success if they'd called it 
the Parry Hotter magic wand. Except Parry Hotter 
sounds like a first-person Soulcalibur game with 
destructible clothes. Which would have succeed- 


ed, and therefore wasn't made. 


The big business urge to sell more consoles forces 
developers onto new systems just as they're get- 
ting the hang of the old one. Which is like waiting 
for a baby to start walking then welding them to 
a hovercraft. The result is technically faster and 
more powerful, but the first attempts are going to 
be floaty disasters with terrible controls. 


Retro games, once starved of power and used 
to struggling for every byte, now get to do what 
they like on effectively infinite hardware. Which 
they must see as their reward for faithfully dying 
for us in so many past lives. 


You'd have a better chance 
of cleaning Chernobyl. 


It used to be the only way one gamer could 
release something to infect hundreds of thou- 
sands was if their flesh incubated a new virus 
while working toward wizard rank in MUDI1. 
Now anyone can code something and upload 
it to the world. Which is good, because that's 
how we get original ideas. Burger ingredients 
trying to kill you, cleaning your house as a lethal 
quest, water causing death on contact: In the 
‘80s most games sounded like the case notes 
of a paranoid schizophrenic. And game devel- 
opers had the same release strategy as Arkham 
Asylum. And now we have even more mono- 


maniacs working to unleash their secret plans 
on the world. 


Space Hulk aliens were 
even dumber than this 
screenshot suggests. 


05 // SINGLE-PLAYER GAMES 


We used to dream of online multiplayer, and | guess 
somebody found one of those dick genies who ruins you 
by giving you exactly what you want. The only thing stu- 
pider than 90% of other players is the Al we're left with in 
single-player mode, which was apparently programmed 
by parents telling us that we should go out and play with 
the other kids, no matter how stupid and annoying they 
are. Most enemy programming seems to be copied from 
chewing gum: Refuse to move, get stuck on things, and be 


a chore to deal with. 
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Beating a AAA release is like getting a health-and-safe- 
ty certificate: We sit through the requisite number of 
hours and all the boring video presentations, but the 
whole thing was set up specifically so that there was no 
risk of anything happening to us. In retro-style games 
you have an effect on if you get to the next level, not 
just when. You can get stuck. You can die. And the very 
second you do, you hammer the buttons to start again 
and do it better this time. Just like developers are now 
doing with that entire era. pas 


ART WAS THE E 
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Back during the golden years of PC gaming on Commodore 64 and Atari 8-bit 
home computers, box art was the best way to tug at gamers’ heartstrings, and 
few did it better than artist Tim Boxell. We guess it's appropriate Tim's last 
name is “Box"ell, because he was a master at conveying a game's quality and 
play mechanics through his unique art style on dozens of boxes and magazine 
ads for Synapse Software. We recently had the opportunity to speak with Boxell 
regarding his influences, the games he plays, and how he brings his art to life. 


RETRO: How was it your artistic skills were called upon by Synapse? 


Tim Boxell: An art director friend who | had worked with in public television in San 
Francisco was friends with lhor. He was working with me at Colossal Pictures at 
the time, doing the first broadcast stuff for MTV, and Synapse founder Ihor Wo- 
losenko asked him for leads in his search for someone to do the art for the game 


packaging. | designed all but one of the boxes and painted all of them. 
RETRO: In total, how many Synapse games did you design artwork for? 
TB: Dozens. I'm not sure of the exact number. 


_ RETRO: Did you only design the box art or was your work used anywhere else, 
game manuals, in-game graphics, etc.? 


TB: | did a bunch of ads, too, and a cool point-of-purchase standup thing with the 
robot cat, mouse, and android. 


RETRO: Your artwork was instrumental in making Synapse boxes stick out from 
the rest of the crowd. Did you see the games prior to conceptualizing the artwork? 
Were the games inspiration for your artwork or was your artwork the inspiration 
for the games? 


TB: The games were generally in crude form image-wise when | first saw them. 
They got the gameplay and functionality done before they refined the characters. 
| don't know how much, if any, influence | had on the look of the actual games. 
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RETRO: Your Synapse box art is a very unique “style.” Was this style used in any 
of your other artwork outside of the gaming industry? 


TB: | did some magazine covers using the same technique, but it was mainly used 
for the Synapse art. It was an approach | came up with using animation cel vi- 
nyl-acrylic paint using a gouache watercolor technique. 


RETRO: What was your favorite box art you created? 
TB: Slam Ball. 
RETRO: Was there any artwork you were working on that didn’t end up being used? 


TB: | did the art for Reptilian, which was a personal favorite, and the art was 
printed as box-sized art, but | don't think they ever finished the game. The last 
art | did for Synapse was painted in London, England while | was supervising 
the visual effects for a movie called Electric Dreams. | think the game came out, 
but | don't think | have any printed versions of it. I|hor had decided to change 
the packaging format and the art was done in a circular composition. | think it 
was called Robot Wars. 


RETRO: Besides working with Synapse did you work with any other software com- 
panies throughout your career? 


TB: No. | worked for some of the Bay Area tech companies as a writer and cre- 
ative resource, but no other game companies. | got to supervise the creation of 
a virtual reporter who interviewed, among others, Ed Catmull, technical head of 
Pixar at the time, for a Sun Microsystems event. My 3D CG character was ani- 
mated by Foundation Imaging which did Roughnecks, the Starship Troopers ani- 
mated series. | also was involved with the Sony PS2 launch at E3 cutting game 
footage for the wraparound screen in the specially-built theater. 


RETRO: Would you rather create your art like you did in the ‘80s vs. using the com- 


puter-aided tools of today? 


lL 


TB: Good question. Some of the painting called for a lot of design work. All the title 
typography was done by hand, and type is something that computers do pretty 
simply and effectively. It would have been nice to have a digital tool for that. The 
art itself was fun to do. | was doing the paintings at a rate of roughly two weeks 
each, working 10 to 12 hours a day and loving it. | painted on illustration board and 
gessoed Masonite. | wanted to make a memorable body of work like the illustra- 
tors | admired. 


RETRO: Were you also a videogamer yourself? 


TB: Yeah. | gave those horrible old joystick controls quite a beating. Sadly (or may- 

be for the best) | never made the transition to the XBox or PS2 or 3, but got to 

watch my son play his way through the GTA games, Mass Effect, and The Last of 
y Us. | don't have the time or the skills to play the new games but I’m in awe of 
everything about them. 


RETRO: What were some of your favorite games? 
TB: | liked some of the Synapse games and played Crossfire a lot. 
RETRO: Did you play games on computers, consoles or both? 


TB: | went through a serious addiction to the arcade version of Centipede. Went 
through a lot of quarters back in those days. 
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RETRO: Do you still have your original artwork for any of the Synapse boxes? ts 


TB: All of it. There was someone who wanted to buy all of it for his own private 
gallery, but | wasn't sure | wanted it to all be hidden away. Another guy wanted 
to do a book on the art and maybe have some new paintings created in the same 
style as the Synapse art. That would be fun. 


RETRO: | know there is a good crowd of retro gamers that would love to buy prints 
of your game box artwork. Are there any plans on releasing them as prints? If so, 
please put me down for a Necromancer print. 


TB: |'m not sure about the reproduction rights. | sold the use of the art for Syn- 
apse’s needs back when they were in business and retained ownership of the orig- ~~ 
inal art. | do have a number of the original prints that I'd be happy to sell. 


RETRO: So, what are you doing now? 


TB: | did the layouts in pencil, pretty detailed, of a 114-page graphic novel that 
hasn't been published yet. | did 1250 or so storyboard frames for a feature film that 
| directed starring the late great Pete Postlethwaite. | still like to paint, but rarely 
have the time. I’ve got some film and TV projects in the works. | also teach some 
classes | wrote including one called “The Art of the Short Film” both online and 
onsite at the Academy of Art University in San Francisco. - 
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Through the years, pundits have lamented long and loudly about the tendency of 
videogames to celebrate violence and mindless action. Great storytelling and re- 
deeming social values, sadly, tend to be in short supply. But all things considered, 
the quest for better, more enriching videogame narratives isn't completely hope- 
less. Every year we see progress bit by bit, especially since independent games 
have become a more vibrant sector of the medium. 


Even as games become smarter, though, they never really seem to get nicer. Maybe 
you're no longer killing everything in sight when you play a videogame these days, 
but you're still invariably looking out for number one. You're completing sidequests 
for cash or loot; completing objectives for bonus experience and level-ups; or even 
inauthentically endorsing every store on the Citadel as Commander Shepard's 
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favorite. Morality meters and tit-for-tat trades turn the idea of videogame ethics 
on their ear; it's not enough to save BioShock’s Little Sisters because liberating eerie 
little girls from a life of resource slavery is a noble effort in and of itself. No, you also 
have to be lured with the promise of special perks and power-ups. 


In this season of charity and giving, the churlish nature of the videogames you're 
stuffing into your kids’ stockings stands at odds with the generous spirit of the 
holidays. The closest a videogame has come to true charity was with Lionhead’s 
Black & White, whose White version was meant to cost slightly more than the Black 
edition with no benefit to the player; alas, due to the inconvenience that would levy 
on retailers, even that plan fell through. Like it or not, videogames exist as products 
of capitalism, and that reality defines them through and through. 
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From time to time the concept of giving peeps 
through into games. Ubisoft's Watch Dogs, for exam- 
ple, allows you to steal from people by hacking their 
bank accounts, and in doing so you'll spot a brief and 
reductive character synopsis — this person loves an- 
ime, is a closeted homosexual, enjoys gourmet cook- 
ing, whatever. But it seemingly never occurred to the 
developers that players might want to do good; hack- 
ing cash exchanges works in a strictly one-direction- 
al way, which has created a curious tendency among 
many players to self-regulate their personal ethics 
by not stealing from people suffering from chronic 
illnesses or recently out of work. But those are de- 
cisions made by the player outside the game; Watch 
Dogs itself offers no innate means of playing morally. 


Games have become so self-centered and amoral 
that players simply assume any opportunity to make 
a donation or give things away will have some sort 
of trade-off. You can probably trace that mindset to 
The Legend of Zelda: A Link to the Past, which perhaps 
inadvertently established the notion that charitable 
acts in gaming result in rewards. There, players could 
choose to have Link donate cash to a certain fairy 
fountain called the Pond of Happiness, which had no 
immediate benefit besides changing certain random 
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elements you'd encounter in the overworld either for 
better or for worse. Those who continued donating, 
however, would eventually be rewarded with the 
ability to carry more of certain weapons, an upgrade 
otherwise unavailable in the game. 


Despite falling into the “give to receive” mold so com- 
mon to videogames, the Pond of Happiness never re- 
ally gave an indication that generosity would be more 
than its own reward outside of a single oblique hint 
from one of the villagers. You had to stumble into the 
benefits by being a gracious giver. Elsewhere in the 
game, the Waterfall of Wishing would similarly offer 
special equipment upgrades, but only to players who 
took the leap of faith necessary to donate irreplace- 
able items to the well and then be honest about their 


deeds. Zelda quietly encouraged a sort of ethical play. 


Sadly, this has proven an exception to the rule; many 
other games since then have incorporated the con- 
cept of gift-giving, but it almost invariably works 
toward some ulterior end. Dating sims? Whether in 
classics like Tokimeki Memorial or contemporary vari- 
ants like Love Plus, you're buying love by plying girls 
with gifts. Same with the Harvest Moon series and 
offshoots like Rune Factory; romance and marriage 
are strictly transactional in nature, and you give your 
would-be love nice things because it’s simply part of 
the process of pitching your woo. 


“Generosity” plays an even larger role in life simula- 
tion-style games such as The Sims, Animal Crossing, 


and Tomodachi Life. You can give nice things to other 
characters, but as ever, it’s always about what's in 
it for you. Trading in Animal Crossing is probably the 
most robust given the many ends to which it contrib- 
utes: You can complete collections of home decora- 
tions, trade for rare goods, collect junk to sell, and 
build relationships with neighbors. It still amounts 
to the same thing. On the other hand, Tomodachi Life 
doesn't even disguise its mercenary approach to gift- 
ing: The entire game revolves around giving things to 
your residents in order to make them happy, and the 
degree to which your selections satisfy them deter- 
mines the monetary rewards you collect in return. 


Perhaps the truest expression of charity in games came 
a decade ago with Love-de-Lic’s Japan-only Giftpia (aka 
Giftopia) for GameCube. As the title suggests, the en- 
tire adventure revolved around giving gifts — but there, 
as ever, it wasn't motivated by the kindness of players’ 
hearts. Instead, their avatar selfishly overslept and 
missed his village's traditional gift-giving ceremony. 
His mission of generosity is actually a punitive measure 
inflicted on him by the town's mayor. In other words, 
the “hero” is so negligent about giving that he’s forced 
to do it by law. If that’s not a metaphor for gamers, | 
don't know what is. 


Jeremy Parish works as editor-in-chief at USgamer.net, co- 
host of the Retronauts podcast, and mad curator of handheld 
museum GameBoyWorld.com. He wears neckties and dress 
jackets in his free time as a desperate ploy to convince people 
he is in fact a grown-up. 
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BY DAVID L. CRADDOCK 


ENTERTAINMENT SYSTEM 


THE PRODIGAL APE 

Long before Activision, EA, and Ubisoft began annualizing their hottest 
franchises, Nintendo established a reputation of going back to the well. 
New versions of Super Mario, The Legend of Zelda, and Mario Kart surface 
every three to six years, serving as invitations for gamers to experience 
familiar, tightly designed gameplay tropes — with a few new additions 
added for spice — all over again. Other Nintendo properties turn up less 
often. Galactic bounty hunter Samus Aran hasn't had a starring role 
since 2010's poorly received Metroid: Other M, and players have taken 
command of Captain Olimar and his Pikmin only three times. 


For atime, Donkey Kong was even more elusive than Samus Aran. Designed 
as the antagonist in 1981's Donkey Kong arcade game, Nintendo's simian 
got his start capturing maidens and holding them hostage at the top 
of construction sites. From on high, DK lobbed springs and barrels in 
an attempt to thwart Jumpman, a carpenter-turned-hero who dodged 
obstacles as he worked his way up. Just a few years later, Nintendo 
rechristened Jumpman as Mario and cast him as the company’s mascot. 
By 1990, Mario's mustachioed mug had become more recognizable to 
American children than the circular head and ears of Mickey Mouse. 


Meanwhile, Donkey Kong languished. That long vacancy would hold 
great appeal for Tim and Chris Stamper. 


Former coin-op developers, the Stamper brothers left the arcade scene 
and founded Ultimate Play the Game, a development studio based 
in the U.K. that targeted the ZX Spectrum home computer. Ultimate’s 
early titles were revolutionary thanks in large part to their aesthetics. 
While Blizzard North's Diablo later popularized the isometric camera 
angle — like a chess board viewed from a corner instead of straight on — 
Ultimate’s Knight Lore was one of the first games to implement the unique 
point of view, giving it a pseudo-3D look. 


As hardware grew more sophisticated, the Stampers’ interest in 
hewing cutting-edge graphics deepened. In 1985 they jettisoned the 
ZX Spectrum, rebranded their company as Rare, and set their sights 
on developing for Nintendo’s NES. When Nintendo introduced the 
Super NES in 1991, Rare’s cofounders saw the potential to create even 
better graphics. 


“| started in the summer of 1992, and | remember being shown around 
by Kevin Bayliss, who was the head of graphics,” recalls Steve Mayles. 
“The big film at the time was Terminator 2 with the T-1000, the [liquid- 
metal terminator] that was all silvery and shiny. Kevin said, ‘This is the 
machine they use for that.’ It was a Silicon Graphics Workstation. He and 
Tim [Stamper] were learning to use that.” 


Through experimentation, the Stampers discovered a way to circumvent 
the SNES’ inability to display highly detailed polygonal images. Using their 
Silicon Graphics Workstations, they could create prerendered graphics, 3D 
images flattened into sprites that retained their fluid animations. One of 
the first 3D images the Stampers put together depicted a boxer rotating on 
the screen. Fortuitously, higher-ups from Nintendo were visiting and saw 
the pre-rendered graphic. Impressed, Nintendo purchased a 49 percent 
ownership in Rare, locking down the studio as a second-party developer. 


Nintendo's next move left the Stampers slack-jawed. Handing them the 
proverbial key to the city, Nintendo invited Rare to create a game starring 
any Nintendo character. Passing over the likes of Mario, Link, and Samus, 
the Stampers chose Donkey Kong. 


Their decision was backed by sound logic. Nintendo was bound to keep 
a close eye on outside talent who worked with cash cows like Mario. 
Donkey Kong, in comparison, was practically a nonentity. “They wanted 
to choose a character that hadn't been seen for a while and bring them up 
to date,” explains Gary Richards, a tester at Rare. 


Rare got permission from Nintendo to retire the original DK and create 
a fresh take on the vestigial primate. Indeed, Rare envisioned shaping a 
brand-new world around their new Donkey Kong. They called their game 
Donkey Kong Country. 


DOWN ON THE FARM 

Breaking ground on DKC signaled change in Rare’s company culture. The 
office wasn't a traditional office floor lit up by fluorescents and cordoned 
off in cube farms. “The site was an old farmhouse,” remembers Chris 
Sutherland, “and after the main building space had been used up, the old 
barns were being converted into offices. It was in one of those barns that 
| started.” 


On his first day, Sutherland hauled his stuff up to the second floor of the 
barn that would become his home away from home. What he saw did 
not reconcile with what he expected. “! had this notion in my head that 
[developing games] would be a very scientific and methodical process, 
analyzing all aspects of the way players interact with games, and that I'd be 
guided through the secret recipes needed to make a great game. But in fact 
it was quite the opposite. You were given the tools you needed, and there 
was an implicit trust that you'd just get on with whatever needed doing.” 


As Rare grew, the company's self-motivated culture remained intact. Prior to 
DKC, most games at Rare were made by a single programmer and artist. DKC’s 
ambitious scope forced Rare’s cofounders to bump the team size up to 16. 
Sutherland was one of two programmers assigned to DKC. His purview was the 
gameplay — making sure the controls were tight and the gameplay was fun. 
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= Big team sizes weren't the only first ushered in by DKC. “The programmers 


were also the designers in those days. Design positions didn’t really exist 
at Rare until we worked on Donkey Kong Country," says Steve Mayles, 
y, whose brother, Gregg, was the chief designer on the game. 


The core of DKC’s gameplay was agreed upon by everyone at Rare: a 2D 
platformer, like Super Mario World, but with pre-rendered graphics. Kevin 
Bayliss mocked up some of the characters — including the new DK, who 
wore a red necktie and was as friendly as he was brawny — but was busy 
drawing and modeling characters for Rare’s upcoming coin-op fighter, 
Killer Instinct. The onus of transforming Kevin Bayliss’ concept sketches 
into beautifully animated characters fell on Steve Mayles. 


Having little experience animating apes that gallivanted through the 
jungle and jumped on enemy heads, Mayles and a few of the other 
developers headed to the zoo for research. “The apes didn't do what 
they were supposed to do,” Mayles admits with a laugh. “They didn't 
run on cue; they just kind of stood around, picking fleas off each other. 
When they did move, their movement was different every time they ran. 
They ran sideways, their bodies would twist, they started off in different 
poses... It was pretty useless, to be honest.” 


Donkey Kong's movement ended up based on that of a horse: long, graceful 
strides when running, and a more ape-like, lumbering saunter when walking. 
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MAKING MAGIC 
For Mayles, deciding on a style of movement was much simpler than 
manifesting movement on the screen. “In those days, there were no tutorials, 
no documents on the Internet that you could read over. You had to work out 
everything for yourself.” Working on one of Rare’s Silicon Graphics machines, 
Mayles groped around the Alias PowerAnimator software. Once he got the 
hang of the basics of creating 3D models and breaking them down to sprites, 
the rest came naturally. 


“One of the benchmarks in animation was Aladdin [on Sega Genesis],” Mayles 
says. “That game was highly thought of. It had animation [created by Disney 
animators], and here we were, realizing that we could do anything, make 
anything look fantastic in 3D. It was a simple process when you got the hang 
of it. It almost felt like cheating: We learned this stuff in just a few weeks, and 
suddenly we were able to make animations that looked better than anything 
that anybody else had done up to that point.” 


Part of Sutherland's job involved importing characters and levels into the game. 
Oftentimes, that meant downsizing Mayles’ lovingly crafted characters to work 
within the limits of the SNES hardware. “If | handed Chris Sutherland a disk with 
a 16-frame walk animation, he'd probably only use every other frame,” Mayles 
says. “That was something beyond my control. It would really wind you up when 
you made this great-looking animation, only for the programmers to chop it to 
pieces. But that had to be done to fit it in the allotted space.” 


Creating levels and effects, such as a light snowfall that grows into a blizzard 
as players move through a level, required more technical wizardry. Early on, 
Sutherland and the Stampers worried that the SNES hardware would crack 
under the strain of the richly detailed levels the artists were turning out. Their 
doubts were assuaged after they enacted a two-step process. “The first part 
was taking a single prerendered background screen and then cutting it up into 
squares with the correct color palettes that could replicate that image on the 
SNES,” Sutherland explains. “The second stage was to find places where pieces 
of the image could be repeated elsewhere to save video [memory] space whilst 
still remaining visually impressive overall.” 


Gameplay-wise, DKC came together smoothly. “Super Mario games definitely 
were a big influence. Those games do some nice work at introducing new 
features at a steady rate to keep the player interested, and that was something 
we wanted in DKC," Sutherland says. Every level in DKC overflowed with bonus 
stages, bananas, and K-O-N-G letters that netted players extra lives, and 
unique settings such as mining caverns, treehouses, and jungles. 
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Many levels were designed around unique mechanics. In Stop-and-Go 
Station, invulnerable golems charged blindly until you touched red STOP 
barrels, putting them to sleep for a short amount of time. Particularly 
memorable were two mine-cart-themed levels where you had to ride an 
out-of-control cart across broken rails, jumping at just the right moment 
to avoid plummeting into pits. 


According to Gary Richards, “It was always the plan to have as much 
diversity as possible. The art guys experimented with the new technology 
and produced loads of backgrounds and ideas.” 


Arguably the biggest innovation in gameplay was the clutter-free Ul, 
which let you soak up the game's drool-worthy graphics without visual 
distractions like remaining lives and a health bar. Of course, clearing the UI 
presented a problem: Gregg Mayles and Chris Sutherland needed a way 
to convey to players how much damage they could take before losing a 
life. Their solution was to give DK a partner, the diminutive Diddy Kong. 
Donkey and Diddy Kong effectively became the damage meter. Both 
characters could absorb one hit, and the player lost a life if both monkeys 
were defeated. Players could regain life by rescuing fallen partners from 
“DK" barrels scattered across each level. 


To further distinguish DKC from Super Mario games, Rare devised 
dexterity-based challenges such as a sequence of barrels hanging in 
midair. You navigated them by shooting your characters from one barrel 
to the next. Most barrels swung back and forth quickly, making it hard 
to line up shots. “With Mario, you can often play at a faster pace as 
long as you are ready to react with good timing. That was something 
we wanted in DKC, such that when you were playing well, it all felt very 
fluid,” Sutherland explains. 


LAST GASP 

The Donkey Kong Country team had approximately 14 months to turn out a 
hit if they wanted their game on shelves in time for 1994's holiday season. 
When the hours got long — 12- and 14-hour days, plus weekends, for 
several months — sleep deprivation set in. Sutherland recalled one day 
where he was expected at the office early to produce a prototype of the 
game. “I must have slept in, because | awoke to hear someone outside 
my upstairs flat throwing stones at my window. | looked out the window 
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and saw Tim and Gregg. When | got in | saw they had placed a fast-food 
breakfast on my desk ready for me.” 


Not even a crunch schedule could deter the team from working on 
DKC, who viewed the project as a labor of love. “Everything was 
going in the right direction,” Steve Mayles says. “When you saw Tim 
Stamper there as long as you were, putting in all the hours — that 
was the sort of thing that inspired you to go the extra mile.” 


For Rare and Nintendo, DKC was more than just another game. The 
flashy 3D graphics of the Sony PlayStation, Sega Saturn, and other 
new consoles looming on the horizon were catching the eyes of 


consumers, who had begun to view their SNES and Sega Genesis 
boxes as old and crusty. Nintendo was banking on Donkey Kong 
Country to be the game that convinced customers that the SNES was 
still a contender. 


Rare’s developers felt the pressure they were under, but didn’t let 
it shake them. At the Consumer Electronics Show held in Chicago 
during the summer of 1994, Rare brought DKC to the show floor. 
Attendees took one look and assumed that the future of Nintendo 
had arrived a few years ahead of schedule. “Nintendo was building up 
hype around the Nintendo Ultra 64, which was called Project Reality 
back then. People saw our Donkey Kong game and thought it was 
running on Nintendo's new hardware. When they found out it was 
running on the SNES, they were just amazed,” Steve Mayles recalls. 


Donkey Kong Country landed in stores on November 21, 1994, just 
in time for a holiday push. Within months, the game accomplished 
exactly what Nintendo needed it to. Early reviews raved about the 
graphics, gameplay, and secrets to find. More than 20 years and nine 
million sales later, players are still having a blast running, jumping, 
and swinging through the jungle alongside Donkey and Diddy Kong. 


For Sutherland, that was his hope all along. “For me, I've always 
wanted to reach as many people as possible with videogames, and 
this was one step toward that. Also, | recall Tim's intent was that DKC 
should still look good, even many years in the future. | think that's 
been proved out to be very much the case.” . 
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M.ULL.E. [YUE 


Retrospective sponsored by Matt Brudzyngki : 


multiplayer strategy 
game influenced 

generations yet only 
sold 30,000 copies.>> 


»y Marty Goldberg 


For a game released way back in 1983, M.U.L.E.'s influence on many later classics is 
undeniable. As Sims creator Will Wright said in an interview with Salon in 2003, “Ask 
most game designers what their favorite computer game of all time is and you'll get 
M.U.L.E. as an answer more often than any other title.” Even game designer legend 
Shigeru Miyamoto told 4gamer.net about M.U.L.E.'s influence on him (translated from 
Japanese): “| had exclusively made action games but at some point vaguely felt like ‘ahh, 
I want to make a game like that.” 


So what's so special about this multiplayer strategy game that it captured the imagination 
of developers for decades to come, yet according to lead developer Danielle Bunten only 
managed to sell 30,000 copies in its original release? Read on. 


BUNTEN IN THE OZARKS 

The seeds that lead to the creation of M.U.L.E. begin with Danielle Bunten (known as 
Dan Bunten before transitioning to female later in life) in the late 1970s. Graduating in 
1974 with a degree in industrial engineering, Danielle's first job was the mathematical 
modeling of various urban systems for the National Science Foundation. With that 
educational and professional background, it's not hard to understand why Danielle 
eventually had a career in designing multiplayer games based on social and economic 
simulations. 


In fact, the multiplayer aspect became a signature of her games based on her belief 
that games are a wonderful way for people to socialize. It was a novel concept for home 
computer games in the late ‘70s through mid ‘80s. Multiplayer gaming was still largely 
relegated to arcades games and large mainframe computers at universities. In the home, 
only Atari's and Bally's console offerings supported more than two players. 


Bunten’s first game, 1978's text-based business and stock market management auction 
simulation Wheeler Dealers, was also the first to employ some of the concepts later used 
to a greater degree in M.ULL.E. A four-player game designed for the Apple || computer 
(which did not support four controller inputs at the time), Danielle had to actually build 
a special controller with four buttons (one for each player) to bring her vision to players. 


Followed by the two-player Computer Quarterback in 1979 (based on what was supposed 
to be her graduate masters thesis before dropping out to pursue a career in games, and 
really comparable to a text version of Madden NFL), it was the next two games that really 
set the stage for M.U.L.E.: 1981's Cartels & Cutthroats and 1982's Cytron Masters. e 


Published by the now-legendary Strategic Simulations, Inc. (SSI), Cartels & Cutthroats 
was another business simulation game for the Apple II that did moderately well. gg 
Wheeler Dealers featured the concept of four players competing in real-time auctions 
or stock in companies, and now that concept was expanded to six players. Given the 
options to set their price, advertising, R&D, build more production, etc. and combined 
with the introduction of Danielle's unique sense of humor, players had the opportunity 
o experience what the average person might consider a boring work day in a fun and 
competitive game. This game also marks Danielle's first use of playtesters, a concept 
hat was becoming more common in arcade and console games of the time but not so 
much in computer games. 
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GAME INFO: 


Electronic Arts (U.S.), 
Ariolasoft (Europe), Bullet 
Proof Software (Japan) 


Danielle Bunten, Bill Bunten, 
Jim Rushing, Alan Watson, 
Roy Glover 


Atari 8-bit, Commodore 64, 
IBM PCjr, MSX2, NES, 
PC-8801 MKIl, Sharp X1 


1983 


Multiplayer 


NA 


If Cartels & Cutthroats brought the simulation aspect to a 
new level, it was Cytron Masters that introduced the action 
and graphical elements that would lead to M.U.L.E. A game 
of firsts, it is considered by many to be the first to combine 
strategy and real-time action. It was also Danielle's first game 
to feature computer graphics. With the addition of a graphics 
programmer to the growing team, the core group that would 
form Ozark Softscape and create M.U.L.E. was in place. 


TRIPPING INTO M.U.L.E. 

Plain and simple, M.U.L.E. came about because of Trip 
Hawkins wanting to get Cartels & Cutthroats as part of the 
launch lineup for his new company, Electronic Arts (EA). A 
former director of strategy and marketing at Apple Computer, 
he had quit Apple to found EA under the vision of doing for 
computer games what Activision had been doing for console 
games: creating fun, cutting-edge games that were marketed 
as well as any other entertainment medium, while treating 
the developers like rock stars. As Hawkins told Gamasutra 
in 2007, “| wanted to help the world transition from brain- 
deadening media like broadcast television to interactive 
media that would connect people and help them grow.” 


SSI wouldn't relinquish or license Cartels & Cutthroats however, 
and Trip wasn’t known for not getting what he wanted. 
Danielle came up with a solution: Her group would make a 
new game that would be even better. 


The vision for the initial gameplay was laid, if not obvious 
to Danielle. Take the graphical and real-time elements from 
Cytron, the resource management from Cartels & Cutthroats, 
and the auctioneering from Wheeler Dealers and combine it 
into a four-player game for the Atari 800. 


Why the Atari 800? It had the perfect combination of 
necessary resources, such as (then) second-to-none graphics 
processing prowess and four controller ports. So not only was 
M.U.L.E. going to be multiplayer from the ground up, but it 
would also be Danielle's first game to start with a graphical 
environment in mind. It would also be one of the first games 
designed around extensive playtesting during the game's 
development. As Danielle stated, “We had M.ULL.E. testing 
parties several times a week to try out features and tweak 
numbers.” 


M.U.L.E.'s team was just as much a family as it was a 
talented group of individuals. Formally naming themselves 
Ozark Softscape during the nine-month process, the Little 
Rock, Arkansas-based collective consisted of Danielle, her 
brother Bill Bunten (design and playtesting logistics), Jim 
Rushing (programming), Alan Watson (graphics), and Roy 
Glover (sounds and music). 


Hawkins also helped with some of the simulation aspects of 
the game as he explained to Edge in 2012: “It was my personal 
mission to bring to market a more visual and playful business 
simulation than Cartels & Cutthroats. | taught [Bunten] the 
many economic principles that are built into the game's 
design, including supply and demand, economies of scale, 
the learning curve theory of production, monopolies, auction 
principles, and other details.” Wanting to make sure all 
aspects fit into his vision for EA, he also personally wrote the 
game's manual. 


And so it was done. In 1983 M.U.L.E. was unveiled to the 
computer gaming world as part of EA’s grand “We See 
Farther” campaign to promote the new company. 


PLAYING M.U.L.E. 

M.U.LE. stands for Multiple Use Labor Element, a unique 
robotic play on the pack mules used by miners and settlers of 
old. As the tagline on the box reads, “A game in which up to 
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four players attempt to settle a distant planet with the so-called 
help of a mule-like machine they all learn to hate.” 


You and your four game partners (or you and the other 
computer-controlled players) play settlers using your robotic 
M.U.L.E.s to till the soil, set up energy stations, and dig 
mines. You get a choice of eight different settler types, each 
with its own advantages and disadvantages. Your strategy 
as a Capitalist/player tells the outcome, but everyone still 
has to keep the common goal of building a thriving colony 
in mind. During the year's time the full game is meant to 
represent you're challenged with many real-life events, 
everything from food and energy shortages to supplies 
being stolen, or even fires taking down your buildings. 


That time element is important, as it adds an entertaining 
arcade-style element that forces you to race against time at 
every turn. This is also where the quick “hit the button first” 
gameshow-style play first pioneered in Wheeler Dealers 
comes to play in places like selecting a new plot of land, 
where you compete against other players for choice parcels. 


At the start of each round your characters march onto the 
screen, which is when the turns and the fun begin. There's 
five parts to each turn: status report, land selection, land 
improvement, production, and auction. It's that final stage 
where the wheeling and dealing competitive nature of the 
game really comes out. You can sell the products to other 
players, buy up important resources before others can get 
to them, and even resell to competitors at higher prices. All 
these aspects can affect the game in important ways, such 
as cutting the amount of time you have for a turn because 
you don't have enough food or energy. The strategies 
surrounding the laws of supply and demand leave the 
savvy player many opportunities to rise to the top of the 
capitalistic heap in the course of that fateful year, which is 
the ultimate goal of the game. 


BECOMING A LEGEND ON 30,000 COPIES 

When you hear 30,000 copies were sold, the idea of “well- 
distributed legendary game” doesn’t come to mind. However, 
the numbers sold don't actually take into account the game's 
main distribution method: piracy. The early ‘80s was a golden 
age of software piracy, with games and software for all the 
major platforms getting much higher distribution and play 
rates than their official sales would suggest. 


Danielle even stated that she knew more people who had 
a pirated copy of M.U.L.E. than who had legit copies of her 
later top-selling games, like Seven Cities of Gold or Global 
Conquest. As she further elaborated during a 1997 lecture at 
the Computer Game Developers Conference, “I used to tell 
folks who bought my games that by the time EA got done 
with it all, | only got about $2 a copy, so if they ever wanted 
to clear their conscience for pirating M.U.L.E. they could just 
send the $2 straight to me.” 


Keep in mind though, this 30,000 figure relates to the main 
version of the game for the Atari 800. EA also released a 
Commodore 64 version (though this lacked support for four 
controllers) and later ports went to the IBM PCjr, MSX2, PC- 
8801 MKIl, Sharp X1, and NES. 


More recently fans took the Atari 800 version and made the 
necessary changes to allow it to play on the Atari 5200 as 
well (making it one of the few games that uses all four of 
the original 5200's controller ports). Between its continued 
popularity among fans and its immense influences on the 
gaming industry at large, the true success of M.U.L.E. is truly 
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NOT JUSTA CLASSIC THIS MAGNIFICENT oa FI ADVENTURE INFLUENCED EN FIRE GENRES. 


GAME INFO: peep within the hostile alien planet of Zebes, 
S Samus comes across a cavernous region known 
Publisher: 
Nintendo 
Developer: 
Nintendo R&D1 
Platforms: 
SNES 

Release: 
04.18.94 
Players: 

Single- player 
ESRB Rating: i 


as Meridia. An aquatic network of water and sand 
and strange life, this tomb-in-waiting is at once 
elegant, flowing, and unsettling. Minutes before, 
Samus has just activated the power on a wrecked 
ship — its presence so cold and abandoned — and 
she uses one of her most recent empowerments 
— a hugely destructive super bomb — to shatter 
the glass walkway that separates the suffocating 
fire and brimstone of Brinstar from Meridia Oddly 
soothing but als ) 
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recall that ghostly area known as Wrecked Ship, and 
exploding a tunnel of glass, and getting so terrifically 
frustrated in Meridia. | can’t exactly explain why being 
weighed down by sheets of sand felt so damned tactile 
and heavy. Super Metroid occupies such an epochal 
place in gaming, and fans like me really do believe it's 
one of the most important and memorable gaming 
experiences ever, inspiring player and creator alike. 


But there is a lyricism and artistry behind the game that 
is not so easily deconstructed. Replicating greatness 
takes a lot more than backtracking and looping levels 
and gradual power-ups and exploration. If we're ever 
going to get another Super Metroid, someone with a 
grand yet controlled vision will have to come along and 


be the imagination that instinctively understands why 
Super Metroid was so awesome. It's a very personal sci- 
fi adventure that transports us, utterly and wholly, to 
another little world, rich and complete. 
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adventure. | don’t know exactly why | so vividly 
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oe s DNA? — we simply mi 
ound us. Contrary to the misgui ape lot of modern tare , 
rarely dependent on scale and girth. Most games today succee 


and mechanical delivery devices and fail at making me believe in their worlds. They fail at 


connection. Super Metroid, at its purest engagement, had me ina specific place and time and 
conflict, and it was only as big as the moment | was lost inside its walls. 


Being taken away is part of Super Metroid's essence. Lost in its fantasy, and always a little 
bit lost as you just never quite know what's next, or where you are, or what that new device 
ends up doing to take you deeper into that mystery you are so intrigued to be adventuring 
through. As an experience designed by very rigid, very contrived level structure and 
mechanical gameplay beats, punctuated with plenty of shooting and action and jumping, 
there is an emotional component to Super Metroid that will always stand above the 
blueprinting. 


You will often hear players talk about the isolation and aloneness to the world, that 
feeling...It's so expertly crafted into a gameplay experience, without question, but to be 
completely captured by anything, | need intimacy. Super Metroid is this silly little 20-year- 
old game on a primitive and limiting and small SNES, and somehow the isolation of 
Samus’ battle through Zebes is one of the great examples of the intimate. It’s quiet, and 
isolated, and always creating a personal dialogue with your senses that is a subconscious 
intoxication. It's beautiful science fiction. 
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A dialogue is a back and forth. When we experience a satisfying and immersive game, 


the feedback loop should be natural and nuanced. Actions in a game only take you so far. 
It is the reaction, the response, that creates a dialogue with the world. A game like Super 
Metroid will always speak the language | crave. You are always touching the edges of its 
surface, digging deeper underneath, discovering along the way. Something as simple as 
2 hind z er of a ceiling means something in its setup, but 


livery of empowerment. 


he. 
to Samus, growing her and rewarding her to want to ce | 
mmething more, reveal a deeper entrance into the narrative of © 


el 
(o} push through Vv Il, it crumbles like uncovering a treasure. You're inside these walls, a 


bit soft and porous, alien and decayed. When you use a missile _ 
wi 
little trapped and liking it; findan ice beam, and you now get to ascend those walls, freeze 
the little brainless rippers and go higher. Recall how you got the screw attack and could 
rip through enemies and earth with immense force? You, once again, feel this place, now 
in full command of its dangers, and it seems like it feels you back. 


When | think of dialogue, | also think of narrative, and | will always look at Super Metroid, 
and all its lack of words, as a magnificent example of how showing and not telling 
expresses volumes; a prime example of the power, and restraint, of interactive immersion 
It is a cinematic achievement, so astoundingly strong with mood and movement a 
setting, and perhaps abstractly: A good movie narrative is concerned not with a 
but what happens after, the why. As you assume the role of Samus the advent 
actions do have the kind of consequences that all seem to fit logically within the f 
the world. The game is authentic. i | . 
cr 


UNCOVERING THE POWER a = 


Super Metroid will always stand, to me, as the archetype of character progres 


character is what every great game will always embody. Samus began in 
stripped-down state, exiting a frantic action scene in a collapsing lab and 
into a place of complete quiet and mystery. There was a feeble feeling, a 
power against the threats around you — a driving need to escape and ulti 
in an inhospitable alien world. Every power, every weapon, was a component ¢ 
growth, far more than a tool for enemy disposal. =" 


Power must feel earned, worth the price, and the payoff so satisfying that t ere iS a 
sense of purpose to everything that came before — to that_backtracking b illia 

game is known for. So much of Super Metroid’s level presentationsand or 
deceptively nuanced, and when a new level of growth occurred — a super missi 
suit — it felt so immediately empowering and an invaluable®next step to resolving 
adventure. Everything in the game was a slow burn, with those immensely ie 
beats that cut through the vulnerability. There was always the anticipation of making 
the impossible possible. 


NES REMIX 
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Plays only in 2D 


Nintendo's Ultimate Remix bridges the gap 
between hardcore and causal. 


To quote the infamously bad 
but ironically Funny nineties film 
classic, BASEketball, “People 
today have attention spans 

that can only be measured in 
nanoseconds!” Trey Parker 

and Matt Stone were ahead of 
the curve in that particular bit 

of social satire, but even more 
than they Rnew when it came to 
games; our collective attention 
span as players has only 
decreased over time. No matter 
how good a game might be, it’s 
got a problem if it fails to engage 
us any later than immediately. 


Perhaps this is why mobile gaming has gradually enslaved 
the thumbs of millions across the world, and also why NES 
Ultimate Remix for 3DS, Nintendo's attempt at giving Wii U's 
NES Remix a second wind, may be more than just a quirky 
celebration of nostalgia. 


Ultimate NES Remix isn't a sequel to the Wii U title, but more 
a repackaging of the minigame love letter to the machine that 
made Nintendo a household name. 


Take for instance Donkey Kong, a campy misadventure about 
some working-class schmuck who stumbles to the top of a 
rickety pile of girders to confront an emotionally unbalanced 
gorilla because the persistent primate has a habit of stalking 
and kidnapping his unfortunate lady friend. In the realm of 
Ultimate NES Remix, though, it doesn't get any deeper than 
jumping over three barrels at once, or reaching 3,000 points 
using only the hammer. 


Sure, it's easy to assume that this collection desecrates the 
treasured titles it remixes, but that kind of old-school, puri- 
tan-soaked cynicism be damned. The freeform sequencing 
of the titles may consequently fail to deliver the same kind of 
intimacy that these classic games are remembered for, but 
the charmingly simple-yet-timeless dynamics don’t seem to 
be compromised via their adaptation. 
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aul FEATURES 


Making the 


Remix Cut 


Hold and release @) 
to pick up Kirby! 


VVVVV09 


STAGE}! 3,1) 


Run, Samus! Get across 
without taking damage! 


GVO 


Get the seventh Triforce fragment! 


eVe 
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As such, Ultimate NES Remix has the ability to ap- 
peal to the modern generation of gamers who never 
had the luxury of experiencing these gaming trea- 
sures in their prime. The combination of Ultimate 
NES Remix's breezy setup and the foundation of 
the historical software that supports it just might 
be the bridge that can close whatever gap between 
age groups that the original games couldn't quite 
traverse before. 


The possibility of Ultimate NES Remix entertaining 
new audiences is strengthened further by its being 


Collect all 3 coins before 
time runs out! 
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4 


it 


Get to the Goal Pole! 


CVO 


Defeat 3 enemies using fruit! 


GVO 


on 3DS. The numbers are stark: Approximately 45 
million 3DS units have sold compared to the Wii 
U's 7 million. There's great potential to reach new 
players who've previously only been mildly curious 
about these landmark games. 


Upping the ante further is the inclusion of online 
leaderboards. Now you can show off those hard- 
earned three-star completions to anyone, not just 
folks you happen to StreetPass. The charming nu- 
ances of sharing with the undoubtedly niche user 
base of the Miiverse network aside, there's a new- 
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found sense of accomplishment here that should 
trump the thrill offered by mere unlockables. 


The collection also resurrects another element 
of NES history that only dedicated veterans will 
remember, with a redesigned take on the Ninten- 
do World Championships gauntlet. Ultimate NES 
Remix even throws in the Campus Challenge, and 
the ideas have aged remarkably well. The inclu- 
sion of these relics really rounds out Ultimate NES 
Remix's outreach to kids who never knew the joy 
of vintage Nintendo. 


There's no denying Nintendo's reputation for ele- 
gant game design and attention to detail, as their 
games boast a polish few peers have managed 
to match. But by the same token, the brand is 
sorely behind when it comes to applying their 
trademark creativity into standardized ameni- 
ties of modern gaming. Ultimate NES Remix has 
all the makings to not only be a delightful exam- 
ple of that very magic, but proof that Ninten- 
do may very well have what it takes to reshape 
their vision around the needs and tastes of this 
generation. mh 
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CONSOLE WARS 


THE RETURN OF THE ORIGINAL 
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Today's conceptofa Jeonsole war" 


ympetitio 
consoles from Nintendo, Sony, and Micros oft. Des promis 


and ignoring the usual Internet vitriol from ea 


there's not a lot to distinguish be ‘ween the Wii U, P ation 4, === 


Sure, there's the occasional ‘exclusive g game a and technological gimmick, but au- 


dio-visual fidelity and the types of games available for these systems are more. 


or less the same. There was a time, however, during the-original console wars, 
which took place from 1977 to 1985, where each ‘console was the equivalent of a 
snowflake, with no two platforms offering quite the same experience. 


The first participant of the original console wars was the Atari Video Computer 
System, later known as the Atari 2600. Although its release in the summer of 
1977 was hardly a blockbuster event, continued financial support from parent 
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~~ 
at ations enabled the / Atari 2600 to grow its library 


than.a million A eee ed start of the new decade. By 1980, 


sial "por S of ‘high-profile heprofile ‘arcade games, like Taito's Space Invaders, 


sta ap being Coat ased, here was no stopping the 2600's momentum. Despite 
Atari's attempt a legal resistance, this momentum would only be enhanced 


“when third parties began supporting the platform. 


The ‘Atari 2600 specialized in fast-paced action games, with blocky but colorful 
visuals. While its iconic eight-way, single-button joystick may seem primitive 
now, it was well designed and particularly well suited to the offerings of the 
time. Of course, many other add-ons and controller types were eventually re- 


leased, including a pair of paddles. 


= -—* = = 3 . = | CONSOLE WARS COVER STORY 


KEITH ROBINSON INTERVIEW 


re 
fe 
INTELLIVISION FLASHBACK 
classic game console 
. Keith Robinson is the president and co-founder 
- sion over the years, including an Atari 2600 compatibility of Intellivision Productions, Inc., the owner and li- 
. INTELLIVISION FLASHBACK . module and two different computers. Perhaps its most censor of the trademarks, copyrights, and other 
CLASSIC GAME CONSOLE | intellectual property of the Intellivision platform, 
“The CLOSEST thing to the REAL thing!” including the operating system, games, packaging, 
2 and advertising. Keith was kind enough to answer 
it the ability to speak, but also used real digitized voic- a few questions. 


famous was the Intelliyoice Voice Synthesis Module. The - 


Intellivoice not only gave the games specifically made for 


es, providing a personality-packed mix-ef genders and RETRO: What are some of the things that most excite you 


accents. . * about the Intellivision Flashback? 


COLECO MAKES THREE Keith Robinson: When | first saw and tried the hand control- 
a a A a 
. lers | was stunned — they are a perfect duplicate of the orig- 


It was not, until, €oleco’s ColecoVision launched late in ’ Poe tats : 
“ inal Intellivision hand controllers. Duplicating the experience 


the summer of 1982 that the final contender in the orig- of how the controls felt has always been the most difficult 
inal.consdle wars appeared. The ColecoVision was built thing for us to reproduce in the various releases we have done 
on a foundation of newer, more powerful technology and for PC, PlayStation, DS, etc. But these really do feel and play 
just like the originals. The Intellivision Flashback emulates the 


on the idéa’that the arcade was king. Of course, for ev- 
“ original console and plays the actual ROM code from the early 


sey, high-profile-arcade port, like the legehdary pack-in, ‘80s, so the gameplay, sounds, and graphics, along with the 


ordi eee eee Donkey Kong, there weré obscure yet compelling releases, feel of the controls, brings the experience of the original con- 

ENTER INTELLIVISION ; ike Exes Pepper Il. Meni in Bois lever maneue sole into this millennium. 
: / ; ‘ which included everything from picturing arcade ma- RETRO: It's clear the Intellivision brand has staying power. 
Not long after its 1979 test marketing and wide release chines on the front of the game boxes to its graphics-cen- Where do you see it appearing in the near future? Any long- 

* the following year, it was clear Mattel's Intellivision would ric commercials, the ColecoVision successfully gave the term goals? 

be the first true threat to the Atari2600's growing dom- impression that.it was the one console that could deliver KR: The updated versions of Astrosmash and Shark! Shark!, 
-.inance. Overall, the Intellivision had better audio-visu- the most authentic arcade experierice, even if Atari kept (Intellivision Astrosmash Gen2 and Intellivision Shark! Shark! 
als, more sophisticated controllers, and a unique series many 6f the bigger releases to themselves. Gen2, now in the Apple App Store for the iPhone), is a di- 
of games that were programmed by genuinely talented rection we plan to pursue. We want to take what makes the 


Like its two main competitors, the ColecoVision featured classic games still fun to play and take advantage of the new 
a wide-range of controllers and accessories, including technology to enhance the experience. The Gen2 games were 
originally developed for Sony PlayStation Home and Vita by 
Blue Sky Ranger David Warhol (Thunder Castle) at his com- 
pany Realtime Associates. We see there being new original 


developers. Of course, it didn’t hurt that these relative 


advantages were hammered home in the now-legendary 


Gomnpatisortads featuring witer@eorse Plimpton: its own Atari 2600 compatibility module and computer 


add-on. Its controllers featured a joystick nub that had 


Outside of its early 16-bit processor, perhaps the most P a — 5 . 
‘ . P the same eight directions as Atari's joystick, but with two games with the Intellivision brand — not for the Intellivision 


side buttons, and a keypad similar to the Intellivision’s, console, but based on the simple and fun philosophy of the 
control disc allowed 16 possible directions, twice as many - Which also accepted overlays. While its audio-visual 1980s games for today’s platforms. 
as the competition’s digital joysticks. There were four 


unusual feature of the Intellivision was its controllers. The 


technology was: impressive, the ColecoVision did have RETRO: Any closing thoughts? 


action. buttons, though only three provided unique func- F ane ar ra 
a ‘ R : an issue with jerky scrolling if a game was not specifically KR: As | said before, Intellivision Productions, Inc., came about 


programmed to work around it. because of the strong reaction | got from the Intellivision fans, 


cans ‘ ’ 7, which is what keeps the company going. | love hearing from 
: Unlike its long-lived competitors, the ColecoVision re- P : Pally 201ne : 8 
for some of the more complicated sports and adventure people who grew up playing the games and hearing how play- 


ally only had three significant years on the market and 


tions. The keypad accepted overlays, which were some- 
times just for fun, but could also*provide helpful guidance 


games. In one final quirk, you couldn't use the disc and ing them again brings back happy memories. If ever there was 


keypad at the same time. While they were definitely of a survive past the coe ee a aed a a en - company is it. | a aaa fans 
aan : : : t t ildi ice li at shows like the Classic Gaming Expo and telling the stories 
the like it or hate it variety, Mattel undeniably broke the lipases acces cecniuldipacokmncnoreenat coe : as . ed 
een dth llivision’ f first- and third-party games that demonstrated a genuine about how we designed the games. It has been a privilege to 
mold when it created the Intellivision's controllers. ‘ : have worked with Intellivision back then and to continue to 
progression from the 1982 launch titles to the last batch age : 
. 7 ane : work with it today and, | hope, into the future. 
A variety of add-ons were also available for the Intellivi- released. In fact, despite its short commercial lifespan, 
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COVER STORY 


MARK THOMANN INTERVIEW 


SOUCE SS MISI© Ig) 
FLASHBACK 


classic game console 
Mark Thomann is the CEO of River West Brands, 
a brand acquisition and enterprise development 
company, and managing partner of Coleco Hold- 
ings, which specifically relates to the former Col- 
eco properties. Mark was kind enough to answer 
a few questions. 


RETRO: What are some of the things that most ex- 
cite you about the ColecoVision Flashback? 


Mark Thomann: The ColecoVision Flashback is the 
rebirth of the brand and will allow us to launch oth- 
er new products such as the mini arcade and the 
classic Head to Head handhelds. The ColecoVision 
Flashback will make the brand relevant again and 
once again allow us to innovate around new product 
and content development. 


RETRO: Can you tell us where you see your brands 
heading in the future? 


MT: | would like to see the CV brand become a 
place for the homebrew community to publish their 
games and provide a “good housekeeping” seal of 
approval for fun and safe gaming that parents and 
kids can enjoy in the same manner that their par- 
ents enjoyed games in the 1980s. No real violence or 
adult content when you buy a Coleco-branded game 


or product! 


RETRO: Any closing thoughts? 


MT: Coleco needs to innovate to become relevant 
again and we need to own great content to do so. 
My hope is that the independent/homebrew com- 
munity embraces this brand as their own so we can 
not only release the old titles but start releasing new 
titles under the Coleco brand — Our Vision can truly 
be their Vision. 


CONSOLE WARS 


‘than during the Intellivision platform's entire 12-year 


it proved extremely popular in those three years, mov- 


ing more consoles and: seeing the release of more titles 
run, which énded in 1991 after almost seven years of 
non-Mattel ownership. To its credit, despite having the 
oldest technology, the Atari 2600, in its final, smallest 


.console revision, lasted one more year, into ‘92. 


. FLASHBACK TO THE FUTURE 


Naturally, use of the term “console war” indicates even- 


_ tual ‘winners and, losers. Even though they all “fought” 


against. each other at one time, this was an era when all 


. three participants released great games for their compet- 


itors! platforms, and in many ways all three consoles end- 
ed.up as wiriners. Not only is that evidenced by the grow- 
ing number offnew homebrew releases, including.games, 
hardware add-ons, and console modifications, but now in 
AtGames’ mass-market release of the Atari Flashback 5, 
ntellivision Flashback, and ColecoVision Flashback. 


Each of these, new Flashbacks has several shared fea- 
ures. They all come with the same standard DC 5V 
AC adapter, which plugs into the right sides of both the 


ntellivision and ColecoVision Flashbacks, and the rear 
of the Atari Flashback. All have rear-facing, hard-wired 
composite video outputs, with mono audio. 


The Flashbacks were tested across four different types: 


. of displays: LED TV, LCD monitor, CRT monitor, and CRT 


TV. Both the Atari and Intellivision Flashbacks performed 
reasonably well across all four displays, but were partic- 


stl arly crisp on the CRT TV. The ColecoVision Flashback 


‘ared the worst of the three, with in-game text only dis- 
playing clearly on the CRT-TV. Nevertheless, regardless 


of the display type used and what adjustments are made 
0 settings like contrast, sharpness, and color, there.are 
definite limits to overall picture quality. Despite the At- 
ari and Intellivision Flashback manuals recommending 
he display be set to a 16:9 (widescreen) aspect ratio, 


he ColecoVision manual correctly recommends 4:3 


(square), which better matches the video output of the 
original consoles. 


The Flashbacks are also all rather diminutive, having an 
_approximate width of just under 9”, depth of just under 
6", and height’of about 1.5". They also weigh next to 
nothing, containing small motherboards that feature 
dual-core custom chips running at IOOMHz, with on- 
board hardware enhancement to, accelerate the re- 
al-time software emulation. Each console is styled in 
a way that vaguely recalls the most iconic versions of 
their respective original consoles and controllers. 


Finally, the menu systems work the-same across all 


' three Flashbacks. A push to the left or right*of the 


controllers moves to the previous or next page, respec- 
tively, while up and down moves amongst the games 
on the same page. The primary’ action button selects 
the highlighted game. This setup is functional, if not 
intuitive, much like the alphabetical game listings, with 
game names that are often shortened in unusual ways. 
Simply put, all listed games are there, just not neces- 
sarily under the name or in the order that you'd expect. 


Unique to the Atari Flashback is that its two included 
controllers are wireless. Removing a tiny screw be- 
neath each controller reveals a battery door, where 
wo AAA batteries (not included) are placed. For bet- 
ter or worse, these wireless controllers use infrared 
echnology, which requires general line of sight with 
he sensor on the front of the console. Also unique to 
the Atari Flashback’s controllers is that the player one 
joystick has Reset, Select, and Start buttons. The At- 
ari console has two joystick ports, which accept stan- 
dard Atari-style controllers, including paddle control- 


ers which are included in a special Atari Flashback 5 
Classic-Game Console Deluxe bundle found at retailer 
Sam's Club. 


There were no major issues with any of the Atari Flash- 
back's 92 games, though purists will notice slight color 
and sound differences versus the same games played 
on original hardware. The included joysticks are less 
stiff and easier to move than original Atari joysticks, 
and the action button performs admirably. 


The standard Intellivision Flashback comes with -60 
games and 10 pairs of overlays: Astrosmash, Buzz Bomb- 
ers, Crown of Kings, Minotaur, Night Stalker, Space Hawk; 

_ Space Spartans, Utopia, World Championship Baseball, and 
Word Fun. Sam’§, Club sells the Intellivision Flashback 
Classic Game Console Deluxe, which includes five extra | 
pairs of overlays: Bowling, Chess, Space*Battle, Sea Battle, 
and Sub Hunt, Retailer Dollar General sells a version that 
includes a 61st game, but does not include the five extra 
overlays. 


As with the Atari, the Intellivision Flashback plays all of: 
its ‘included games well, though also with minor color. 
and sound differences from the original console. Even 
the Intellivoice gamés sound more or-less like theyre 
Supposed to. The included pair of wired controllers are 
near-perfect replicas of the originals, except with im- 
_ proved side buttons. While the overlays are interchange- 
able with the originals, this version of the-Intellivision 
Flashback doesn’t feature backward-compatible’control- 
ler ports or controllers. 


*.The standard ColecoVision Flashback comes with 60 
games and four pairs of overlays: Blackjack/Poker, For- 
tune Builder, The Dam Busters, and War Room. Sam's Club 
sells the ColecoVision Flashback Classic Game Con- 
sole Deluxe, which includes four extra paits of overlays: 
Aquattack, Gateway to Apshai, Miner 2049er, and Quest 


for Quintana Roo. As with the Intellivision, Dollar General 


sells a version that includes a 61st game, but does not 
include the four extra overlays. 


Of the. three consoles, the ColecoVision Flashback has 
the most noticeable differences from the original. Cer- 
tain games show unusual colors, with, for instance, the 
background mountains in Choplifter having rainbow, 
rather than monochromatic, coloring. Other games don't 
sound quite right, like the persistent background noise in 
Zaxxon, the musical tones in Princess Quest, or the miss- 
ing speech in Squish ‘Em Featuring Sam. One game in par- 
ticular, The Heist, runs at half speed; however, that's the 
most extreme example, as all other games perform more 
or less as expected. 


The overlays are a bit on the thin side, which results in 


some of the numbers -showing through on the control: 
ler's keypad, which now has-what feels like discreet But- - 


tons instead of the original's single-layer plastic sheet. 
The overlays, controller ports, and controllers are not 
interchangeable with the originals. 


Strangely, the two otherwise” excellent side action but- 
tons have reversed functions, with the left button doing 
what the right button is supposed to do, and vice-ver- 
Sa. Luckily,, this curiosity doesn't make the games any 
less playablé, but it does mean that when the two side 
buttons-are referenced in a game's instruction manual 
(including the one in the box), the functions need to be 


-” reversed. On.the dowaside, the controller's joystick nub 


has a ‘shorter shaft than the original's, which incréases 
the potential forhand-cramps. Hopefully future revisions 
will address the reversed buttons, feature a longer joy- 
stick shaft, and have-overlays interchangeable with the 


originals. 


OLD SOLDIERS DIE HARD 


If you strive for authenticity, there’s no beating the orig- 
inal consoles. Unfortunately, maintaining original con- 
soles requires significant effort, expense, and space. As 
such, despite their relative deficiencies, with a $40'street 
price for the standard editions at major U.S. retailers like 
Toys"R"Us, each of these Flashbacks represent an incred- 
ible value. That price point works out to less than what a 
single new game cartridge cost back in 1982. In fact; for 
that kind of money, you could get all three and conduct 
your own version of the original console wars. You might 
have so much fun playing the dozens of included classic, 
-unreleased, and newly created homebrew games that 
you'll end up deciding the only winner is you. i 


CONSOLE WARS 


COVER STORY 


OFFICIAL GAME LISTS 


ATARI FLASHBACK 
classic game console 


Atari Flashback 5 
3D Tic-Tac-Toe 
Adventure 

Adventure Il (homebrew) 
Air Raiders 

AirSea Battle 
Aquaventure 

Armor Ambush 
Asteroids 

Astroblast 
Backgammon 
Basketball 

Black Jack 

Bowling 

Breakout 

Canyon Bomber 
Centipede 
Championship Soccer 
Chase It (homebrew) 
Circus Atari 

Combat 

Combat Two 

Crystal Castles 

Dark Cavern 

Demons to Diamonds 
Desert Falcon 

Dodge ‘Em 

Double Dunk 

Escape It (homebrew) 
Fatal Run 

Flag Capture 

Football 

Frog Pond 

Frogs and Flies 

Front Line 

Fun with Numbers 
Golf 

Gravitar 

Hangman 

Haunted House 

Home Run 

Human Cannonball 
International Soccer 
Jungle Hunt 

Maze Craze 

Millipede 

Miniature Golf 

Miss It (homebrew) 
Missile Command 
Night Driver 
Off-the-Wall 

Outlaw 

Polaris 

Pong (Video Olympics) 
Realsports Baseball 
Realsports Basketball 
Realsports Soccer 
Realsports Volleyball 
Return to Haunted 
House (homebrew) 
Saboteur (unreleased) 
Save Mary (unreleased) 
Sea Battle 

Shield Shifter (home- 
brew) 

Sky Diver 

Slot Machine 

Slot Racers 

Space Attack 

Space Invaders (special 
arcade recreation) 
Space War 
Sprintmaster 

Star Ship 

Star Strike 
Steeplechase 

Stellar Track 

Street Racer 

Strip Off (homebrew) 
Submarine Commander 
Super Baseball 

Super Breakout 

Super Challenge Baseball 
Super Challenge Football 
Super Football 
Surround 

Swordfight (unreleased) 
Swordquest: Earthworld 
Swordquest: Fireworld 
Tempest (unreleased) 
Video Checkers 

Video Chess 

Video Pinball 
Warlords 

Wizard (unreleased) 
Yars' Revenge 


INTELLIVISION FLASHBACK 


classic game console 


Intellivision Flashback 
Armor Battle 
Astrosmash 

Auto Racing 

B-17 Bomber (voice) 
Backgammon 
Two-player Baseball (aka 
Major League Baseball; 
Sam's Club edition only) 
Blowout (unreleased) 
Body Slam: Super Pro 
Wrestling 

Bomb Squad (voice) 
Bowling 

Boxing 

Brickout (unreleased) 
Buzz Bombers 
Checkers 

Chess 

Chip Shot: Super Pro Golf 
Crown of Kings (aka 
Advanced Dungeons & 
Dragons) 

Deep Pockets: Super 
Pro Pool & Billiards 
(unreleased) 

Frog Bog 

Golf 

Hard Hat (unreleased) 
Horse Racing 

Hover Force 

Las Vegas Poker & 
Blackjack 

Las Vegas Roulette 
Learning Fun 

Learning Fun Il 

Math Fun 

Minotaur (aka Advanced 
Dungeons & Dragons 
Treasure of Tarmin) 
Motocross 

Night Stalker 

Pinball 

Royal Dealer 

Sea Battle 

Shark! Shark! 

Sharp Shot 

Slam Dunk: Super Pro 
Basketball 

Slap Shot: Super Pro 
Hockey 

Snafu 

Soccer 

Space Armada 

Space Battle 

Space Cadet (unre- 
leased) 

Space Hawk 

Space Spartans (voice) 
Spiker: Super Pro 
Volleyball 

Stadium Mud Buggies 
Star Strike 

Sub Hunt 

Super Pro Decathlon 
(Decathlon) 

Super Pro Football 
Takeover (unreleased) 
Tennis 

Thin Ice 

Thunder Castle 

Tower of Doom 

Triple Action 

Utopia 

Vectron 

Word Fun 

World Championship 
Baseball 


Alphabet Zoo 
Antarctic Adventure 
(Sam's Club edition only) 
Aquattack 

Artillery Duel 
Bankruptcy Builder 
(homebrew) 
BlackJack/Poker 
Blockade Runner 
Brain Strainers 
Bump ‘n’ Jump 
Choplifter! 

Cosmic Avenger 
Destructor (Standard 
Controller Edition) 
Dragonfire 

Evolution 

Fathom 

Flipper Slipper 
Fortune Builder 
Frantic Freddy 
Frenzy 

Gateway to Apshai 
Gust Buster 
Jumpman Junior 
Jungle Hunt 
Mecha-8 (homebrew) 
Miner 2049er 
Module Man (home- 
brew) 

Monster Masher 
(homebrew) 
Montezuma's Revenge 
Moonsweeper 
Motocross Racer 
Mountain King 

Ms. Space Fury 
(homebrew) 

Nova Blast 

Oil's Well 

Omega Race 

Pepper Il 

Princess Quest 
(homebrew) 

Quest for Quintana Roo 
Rolloverture 

Sammy Lightfoot 
Schlange CV (home- 
brew) 

Search for the 

Stolen Crown Jewels 
(homebrew) 

Search for the 

Stolen Crown Jewels 2 
(homebrew) 

Search for the 

Stolen Crown Jewels 3 
(homebrew) 
Shunting Puzzle 
(homebrew) 

Sir Lancelot 

Slurpy 

Space Fury 

Space Panic 

Squish ‘Em Featuring 
Sam 

Super Cross Force 
Telly Turtle 

The Dam Busters 
The Heist 

Threshold 

Tomarc the Barbarian 
Tournament Tennis 
Venture 

War Room 

Wing War 

Zaxxon 
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AXIOM 
VERGE- 


»y Brady Fiechter 


Glitches are your friend 


We all play games for different reasons, and the path to that ultimate reward can wind many ways. 
Exploration is where it all begins in Axiom Verge. |solation, utterly alone in a mysterious world, 
find your way out, whatever “out” even means. “In the most general sense, you can interpret ‘con- 


Publisher: flict’ to mean combat, but it can also apply to any situation where there are problems confronting 
Thomas Happ Games the player that can be solved through exploration,” says Tom Happ, the guy who's singlehandedly 
Developer: building the world of Axiom Verge. The game’s filled with glitches. You can control them, find ways 
Thomas Happ Games to exploit them, and find them infiltrating your head as the reality of what's going on becomes more 
Platforms: nebulous. 
PS4, Vita, PC 
Release Date: To Axiom Verge's designer, what is a glitch? “I'd say anything not specifically intended by the cre- 
2015 ator, which nevertheless emerges as a result of a set of rules and the data they operate on.” In 
___ Players: simple gameplay terms, you have a few weapons that are as much tools as killing devices, manip- 
Single-player ulating enemies and transforming glitched tiles and other artifacts. “In the context of Axiom Verge, 


this means you cause [glitches] to happen,” continues Happ. “You don’t necessarily have control 
over what happens however — the nature varies from one creature to the next, from one room to 
the next. You'll need to try your Axiom Disruptor in different situations to see.” 


Axiom Verge tells you right off the start that its world is 
“Beyond Reality.” Mystery and alien are its lifeblood. 


“I've been a fan of sci-fi since | was old enough to know | 


what it was. | think I've always been drawn to the sense 
of possibility and potential it offers,” says Happ. “I know 
there are some who prefer their fictional worlds to be 
more ‘grounded,’ but, when you think of it, the reality we 
experience every day is an infinitesimal fraction of what 
is possible. So sci-fi is, when you get down to it, a closer 
approximation of the full scope of reality than non-fic- 
tion. Without sci-fi we'd be like shut-ins trapped in our 
homes, curtains drawn, content to explore the patterns 
on our wallpaper for the hundredth time rather than 
looking outside. 


“The world of Axiom Verge is trying to get closer to what 
might lie beyond the limited scope of our senses,” ex- 
plains Happ. “It’s not just alien in the sense that it's in the 
far future or on a distant planet or the like. The opening 


| scene where you wake up in a mechanical egg is proba- 


bly the most prosaic aspect of it; it keeps getting strang- 
er from there.” 


Maybe it’s somewhat obtuse to call classics like a Zel- 
da or a Castlevania or even a Mario — the spiritual dust 
that pretty much birthed the galaxy of gaming we run 
around in today — a bit alien, a bit strange. Maybe it's 
all perspective. The most compelling game worlds, to 
me, are those that pulsate with the unknown, the surreal 
ideas of what twist inside our imagination and beyond 
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the boundaries of normal shapes and forms. 
In Axiom Verge, we are exploring through the 
character of a scientist who has died during 
one of his experiments, wakes up in that me- 
chanical egg, and is...somewhere very much 
abnormal. In Axiom Verge, the laws of reality 
are fractured: “Life. Afterlife. Real. Virtual. 
Dream. Nightmare. It's a thin line.” 


“Our present universe is governed by cer- 
tain laws and constants,” says Happ as he 
breaks down what goes on in his brain. “For 
example, the formula for gravity, F = Gm1m2/ 
r2, appears to be consistent throughout the 
universe. However, these laws are kind of 
arbitrary — we observe them because they 
happen to make our existence possible, but 
they aren't the only means through which 
sentience can emerge. There will inevitably 
be other universes operating under different 
constants and datasets. What do you think 
those are like?” 


| like to believe Happ’s wonderments are why 
Axiom Verge exists in the way that it does, and 
he’s answering some of his creative ques- 
tions within its walls. It's a videogame, sure, 
with guns and jumping, but aren't some of the 
better gaming experiences born out of that 
feeling extending beyond the walls of familiar 
repetition and mechanics? With indie games 
undergoing more small and one-man design 
approaches, expression can matter. 
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“It's about as personal as it can get,” says 
Happ. “I once had a follower complain that 
too many of my tweets were about my per- 
sonal thoughts and not enough about the 
game, and | almost replied, ‘but the game is 
entirely my personal thoughts!’ | don't have a 
way of separating the two things, like if | was 
ona team. | sometimes wonder if this is what 
it's like for writers, as well.” 


“Feeling” is one of the more fun esoteric no- 
tions we get to knock around in conversations 
about games, but you have to admit, trying to 
understand that general feeling is pretty im- 
portant. In an earlier reveal of Axiom Verge, 
Happ said that he endeavors to discover “that 
magical feeling.” 


“| think it is the same as it is for a player,” he ex- 
plains. “It's discovering a new thing that wasn’t 
explicitly created for you to experience. Some- 
thing that nobody can tell you about and you 
won't read about in a guidebook. You're an ex- 
plorer in uncharted territory.” 


Being an explorer in uncharted territory is 
the essence behind my favorite games. Even 
something outside the genre, like, say, Resident 
Evil, transports you into a house of discovery. 
There's poetry in searching through spaces. 
It's the atmosphere that can shift, but there's 
a common thread we tend to wrap ourselves 
around when we get lost in a game world. 


AXIOM VERGE 
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Axiom Verge's 
Hero, Trace 


The Power of Glitch 


There seems to be a bit of a philosophy 
that extends outside of the Axiom Verge 
code, but maybe I'm reaching. I'll take it as 
a good sign that | want to Rnow more of 
what's driving the game’s mysteries, and 
Happ is certainly colored by his interests 
as a creator. 


“Our universe is a vast collection of data 
points and seemingly arbitrary rules that ap- 
pear to come together in a way that results 
in our existence. It is often debated that this 
is teleological — it was created for the pur- 
pose of our existence. IF that’s the case, then 
anything in our universe not contributing to 
this might be thought of as a glitch. But I’m 
more inclined to think that purpose only has 
meaning with regards to sentient beings, 
and so a true glitch is something that can 
only be created by a person or other think- 
ing entity. You might, in hindsight, say that 
a certain aspect of life (say, an earthquake) 
is a glitch, but it is more that the same rules 
that make earthquakes are also the ones 
that make people.” 
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“L THINK IN TERMS OF GAMEPLAY MECHANICS 


FOR AXIOM VERGE, I'M MOST INTERESTED IN 
EXPLORATION — THIS IS PROBABLY TRUE FOR ME 


IN REAL LIFE AS WELL.’ — THOMAS HAPP 


Bie Se Air 


| think in terms of gameplay mechanics for Axiom 
Verge, |'m most interested in exploration — this is 
probably true for me in real life as well,” says Happ. 
“So | find games like Hohokum or Fez to be compel- 
ling because they achieve the same end, explora- 
tion, but provide new kinds of obstacles and differ- 
ent means of bypassing them. The kind of conflict 
is different but there is still a sense of facing prob- 
lems and overcoming them. So I'm always looking 
at this sort of thing to find alternatives to the ‘shoot 
until it's dead’ method of problem solving, which, 
while often exciting, limits the kind of stories you 
can tell. But then sometimes just moseying around 
isn't quite engaging enough, either. | think if it was 
an easy problem to solve, videogames would be 
completely different from how they've turned out.” 


Dropping the Metroid reference in a conversation 
about a game that is heavily inspired by the spir- 
it of exploration is inevitable, but again, what is 
Metroid, when you break past the confines of ar- 
chetypal referencing? That whole essence thing 
will always linger like an unsettling fog whose en- 
ticing beauty can’t be denied. 


“| think it's more about replicating a certain feeling 
than replicating the game itself,” suggests Happ. “I 
don't think players today can start up Metroid and 
experience the same enjoyment when you're lost 
in some deep corridor and a bomb opens up a new 
passage. It's like watching an old film you know 
was revolutionary at the time but you've seen it 
echoed in so many films since that it's lost the sur- 
prise. So you have to be creative in thinking of oth- 
er things that can bring back that feeling.” 


Where do you begin? “Different people certainly 
seem to cite different aspects as the most import- 
ant part of Metroid,” continues Happ. “The dra- 
matic tension, the atmosphere, the relationship 
between Samus and the baby (in the case of the 
sequels), the challenges it provides, etc. For me, 
| think the most compelling aspect is how explo- 
ration is handled. Not just in terms of the classic 
room-to-room maze structure we're all familiar 
with, but also in terms of what happens with- 
in each individual room, where the environment 
is made of clearly defined blocks, each of which 
could house a secret. | think this is a key thing 


that's often overlooked in modern games, where 
environments are typically non-interactive set- 
pieces and utilize icons or the like to demarcate 
things of note.” 


That distinct geometrical presence in the ter- 
rain is conspicuous the moment you see Axiom 
Verge. It's uniquely effective as a design choice, 
and actually can carry a tactile satisfaction that 
engages not unlike a good headshot; touching 
what's in front of you, whatever that might be, 
is part of good immersion. Oftentimes we for- 
get that despite early designers making choices 
based on limitations, those choices could still be 
the most effective way to express a certain vi- 
sion. And sometimes that vision might change, 
especially when you've been on it for years, like 


Happ. 


“I'd originally wanted to create the perfect amal- 
gam of my favorite side-scrolling games, to the 
point where your main weapon was a combina- 
tion diskarmor and grappling hook that could 
transform into a wheeled vehicle,” he points 


out. “But over time | found that certain things 
weren't going to be fun (like when the thing 
you use to attack is also trying to latch onto 
rocks). The visual aesthetics originally were go- 


ing to resemble more late NES-era games like 
Shatterhand, Ninja Gaiden, Super C, etc., but | 
felt there was a dissonance between the visuals 
having angles and curves, and the mechanics 
where you destroy blocks, so it started moving 
more toward the original Metroid and Super Ma- 
rio Bros. look.” 


Name dropping is hard to avoid sometimes; we 
all know what Metroid and Super Mario Bros. 
equate to. But being inspired by something 
great is a lot easier than living up to it. And 
times have certainly changed, with new expec- 
tations in the audience and personal growth in 
the designers themselves who have something 
to live up to. It says something that Sony swept 
in to help take Axiom Verge to its conclusion, for 
the PlayStation 4. If you like what you're hear- 
ing so far, the game will have to speak for itself 
next year, glitches and all. mh 
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It's admirable that Happ has been a one-man- 
does-everything force for over five years, but 
there is always a point when any creation can 
benefit from added support. Recently Dan 
Adelman, who was Nintendo’s head of digital 
content and a key figure in their indie titles, 
joined Happ to help facilitate Axiom Verge’s 
forthcoming release. Adelman has previously 
had a hand in games like Shovel Knight, Cave 
Story, Retro City Rampage, the Bit. Trip series, 
and World of Goo. 
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PS4, 3DS, PS Vita, 
PC, Mac, Linux 


11.2015 
1-2 local co-op 


TBD 
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There is a small dusty room you'll come across in Timespin- 
ner, where a Merchant Crow offers you some valuables for your 
journey. “Would you like to see my collection?” it asks. “I could 
be convinced to part with some of it...for a price.” 


Something in this scene seems quite familiar. If you’ve loved 
Symphony of the Night, you'll no doubt feel the inspiration, the 
two bookshelves framing a fireplace in the center, with our help- 
ful salesman holding shop over an ornate desk and chair. The 
Master Librarian has left his mark. 


“There's definitely some inspiration from Symphony of the Night 
in the game,” says Bodie Lee, the sole creator of Timespinner, 
a Metroidvania over five years in the making. “Timespinner has 
been influenced by my favorite classic 2D games: SotN, Mega 
Man X, Star Ocean, and Castlevania: Order of Ecclesia. | do feel 
that the Kickstarter trailer may have been a little too heavy 
handed with the nods, but people seemed to like it anyway.” 


Of course they like it. Being inspired by the classics is exactly 
what I’m looking for, a gamemaker's personal and nostalgic vi- 
sion being focused through a new lens of design. 


“While there is a lot of free-flow satisfaction, there are times 
when | feel creatively blocked or downright exhausted, which 
leads to lingering guilt and downward spirals of negative 
thoughts,” admits Lee. “I think it’s something that most indies 
deal with: There's a lot of vulnerability when you have so much 
pressure to create something on your own. While it can be de- 
pressing sometimes, there's nothing else Id rather be doing.” 


Before Lee struck out on his own, he was working with Bungie 
and their Halo series, where a coworker showed him the the 
Kickstarter for Chasm, which was basically “a pixelated pro- 
cedurally generated Metroidvania.” Lee got to thinking, “Why 
can’t | do this?” It had always been a dream in the back of his 


mind to be his own development house. 


“| was amazed at how well the project was doing,” Lee recalls, 
“and, at the same time, excited because it was very similar 
in look and style to my own hobby game, Timespinner. After 
the Kickstarter ended, | couldn't kick the idea of going out on 


my own and launching a Kickstarter for Timespinner. Several 
months down the road, | decided to take that leap of faith and 
leave Bungie to do my own thing.” 


~* 
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Early on in its life, the game was more in line with a Mega Man, focused on short 
compartmentalized levels, and attacks were all projectile-based. It’s now more 
focused on an interlocking adventure with character progression — orb abilities 
and familiars grow stronger with use and are uncovered throughout the world. 
You'll have short-ranged melee attacks, long-ranged spells that consume re- 


sources, and a bunch of passive abilities. 


All the exploration and backtracking is underpinned by a time-travel and manipu- 
lation mechanic. Stopping time will freeze your surroundings, but there's also the 
implication of, “you did this in the past, now this thing is different in the future,” 
says Lee. “Timespinner is definitely a story of revenge, but it’s also about fixing 


mistakes and taking responsibility for your own actions.” 


“The narrative for most Metroidvanias is usually very light, and is mostly only there 
to give your character motivation to keep on exploring. Timespinner will have more 
storytelling than most Metroidvanias, but it will also only be told from the perspec- 


tive of the protagonist, Lunais. There won't be any ‘meanwhile in the castle of evil 
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person...’ cutscenes. Players will learn the story through Lunais’ eyes: exploring the 


world, talking to characters, reading pages from history books, etc.” 


In the opening, Lunais loses her mother to an invading army, which sends her into 
a plot to destroy those who took everything from her. She uses the Timespinner 
device to shift to different times, killing major figures in an effort to wipe out 
an entire history of people. The backdrop shifts from ancient times to futuristic 
technological marvels. This world is called the galaxy of Erneah, a place Lee says 


has been in his imagination for years. 


Now that there's about a year left for Timespinner to finish its course from Lee's 
mind to yours, he’s maybe on to the hardest part. There was definitely a big sigh 
of relief after the Kickstarter ended. Unfortunately, it was sort of an “out of the 
frying pan and into the fire” sort of thing, says Lee. “Sure, the immediate duties 
of the Kickstarter were over, but it had been replaced with a subtle dread of the 
release date looming over my head. It’s not too bad, but it can make it hard to 


relax sometimes.” f 


Would you like to see my collection? | could be 
convinced to part with some of it. for a price. 
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The turtles return with a massive Metroidvania-style adventure. >> 


by Robert Workman 


Publieher When you think of a Teenage Mutant Ninja Turtles videogame, 
Activision usually you see a_ brawler, like with Konami's classic arcade 
Developer: 
WayForward 
Platforms: 


PS3, Xbox 360, 3DS 
Peloase: Ooze, which is available for Xbox 360, PS3, and 3DS, takes more 


Winter 2014 of a Metroidvania-style turn. Based on events following the sec- 


games. However, with its recently released TMNT-related project 
Danger of the Ooze, WayForward Technologies (Duck Tales Remas- 
tered, Contra 4) aimed for something unique. 


Players: ond season of the popular Nickelodeon animated series, the ad- 


Single-player 
ESRB Rating: on a variety of enemies and using skills that can help them out. 


E10 
Tom Hulett, director of WayForward, admitted that the project 


venture follows all four turtles as they explore new areas, taking 


was based on a new idea from Activision. “Oddly enough, when the project started | 
assumed it was a brawler as per usual, but Activision quickly clarified they wanted a 
new approach — something more interesting and unexpected, specifically an explo- 
ration-based action-platformer.” 


As with some prior games, you'll be able to switch between all four turtles over the 
course of their adventure — but with some limitations. “You can quickly swap turtles 
at any time. However, if a turtle is defeated he'll be captured somewhere in the city 
and out of rotation until you locate and rescue him,” explains Hulett. 


Each one comes with special abilities as well. “Each turtle has his own rhythm, or 
flavor. Their attack moves are all unique, with different speeds and ranges, and they 
each have a specific ability (Mikey jumps higher, Donnie has a larger block window, 
etc.). So they're all individuals and feel different, but the game never forces you to use 
a turtle you don't want to (unless of course the other three are captured).” 


Combat will go hand-in-hand with the game's exploration. “The core feature of our 
combat system is the Shell Kicker,’ says Hulett. “After finishing a combo, the turtle 


will spin his weapon — this is your window to perform a Shell Kicker by pressing a 
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direction and attacking again. It's like a finishing move, and each direction will have 
a different effect on the enemy. Backward SKs perform a quick backflip past the 
foe, while upward ones knock them into the air. Shell Kickers can also be leveled up 
as you earn XP, so they get a bit flashier and have added effects. Every turtle has 
different SK animations that suit their personalities so it's a lot of fun to experiment 
with each one.” 


Stealth also plays a tremendous part. “The ninja turtles are a lot of things: They’re 
hard hitting, so we've got deep combat. They’re acrobatic, so we give the player a 
lot of navigational freedom. They're also stealthy (striking hard, then vanishing into 
the night) so we wanted to work that in too. If you can sneak up on an enemy and 
defeat it before it sees you, it has an increased chance of dropping a pickup. There's 
also a small XP boost for doing so. Late in the game, the turtles even get an ability 
to immediately vanish, becoming invulnerable until the enemy moves further away,” 
says Hulett. 


The game will be classic side-scrolling (like DuckTales), but with modern design 
straight from the show, according to Hulett. “Since the show is in 3D to begin with, 
we worked with Nickelodeon to ensure our in-game models were as close as possi- 
ble to the actual turtles used for the cartoon. This let us really focus on building our 
world and characters rather than worrying about what they should look like, how 
stylized they should be, and so on.” 


For sound, Jake Kaufman, who produced the awesome soundtrack for DuckTales, 
provides some turtle-riffic tunes. “He worked like mad to make sure we found a 
balance between the sound of the Nickelodeon show that mixed in elements from 
the classic games that players will remember,” explains Hulett. “It also dynamically 
shifts based on how much action is going down onscreen — definitely play this one 
with the volume cranked.” The show's voice actors are on board as well. 


If Danger of the Ooze delivers where previous TMNT games have stumbled, it could 
be one shell of a hit. Cowabunga indeed. 


The creators of The Dishwasher return for 
their most ambitious game yet. >> by Robert Workman 


Publisher: Metroidvania-style games seem to be on the comeback trail, with many 
Ska Studios — exploration-based adventure titles taking the downloadable route. One 
Developer: newentry, Salt and Sanctuary, comes off as a bit of a surprise. Think of Dark 
Ska Studios Souls having a baby with Castlevania: Symphony of the Night, with some 

Platforms: _ traits of The Dishwasher’s combat system thrown in for good measure. 

PS4, Vita 

Release: It's the latest from Ska Studios, the team that brought us Charlie Murder 
2015 = and The Dishwasher for Xbox Live Arcade. The project is the most am- 
Players: _ bitious to date for “lead dishwasher” James Silva and his wife, Michelle 
Single-player “Shelldragon” Juett Silva, as it should cater to a new audience, thanks 
ESRB Rating: to the backing power of Sony's PlayStation publisher fund. For the first 
TBD time, Ska Studios is doing work on the PlayStation front, as Salt and Sanc- 


tuary will release for PlayStation 4 and PS Vita. 


“Sony was really enthusiastic about working with us and bringing Salt and Sanctuary to PS4 
and Vita," says James, explaining that Microsoft's cancellation of the XNA program left a 
big thorn in the side of many indie developers. 


The project has ambition aplenty. “[Salt and Sanctuary] revolves around exploration of a 
mysterious island. We play as shipwrecked survivors, stranded on an island full of strange 
magic and murderous creatures, searching for an escape. We'll meet other survivors along 
the way, some helpful, some hostile, and we'll certainly meet powerful lords and monsters, 
whose only aim is to consume the salt of hapless adventurers.” 


A lot of work went into designing Salt's elaborate world. Silva explained, “The world in Salt 
and Sanctuary is 100% seamless: Unlike in any of our previous titles, there are no world 
blocks to transition between; everything's chock full of passageways, hidden routes, trea- 
sure, and monsters. 


“| sketched out a rough world of themed areas on an airplane. The current task is fleshing 
out the world, creating its inhabitants, and making progression through it make sense. For 
instance, an area near the start was sketched in as ‘Village.’ It has become The Village of 
Smiles, a desolate hamlet of the wicked Baroness The Queen of Smiles, who was notorious 


for adorning her mansion with corpses mutilated to bear grotesque ear-to-ear smiles.” 


James did turn to earlier games for inspiration. “Salt and Sanctuary was inspired in equal 
parts by Castlevania, Dark Souls, and our own The Dishwasher: Vampire Smile," he ex- 
plains. “We're very much staying true to our style and gameplay, while aspiring to hit stan- 
dards in exploration and role playing we loved in Castlevania and Dark Souls.” 


As far as the combat goes, Salt and Sanctuary shows variety in both single- and dual-hand- 
ed weapons, as well as secondary items. “Different styles will require different strategies 
— you'll be weighing factors like damage dealt, stamina cost per attack, weapon weight, 
and attack range against a huge variety of enemies, each with their own attacks and de- 
fenses,” says James. 


“Loadouts use a rule of three, with items mixable in a bunch of ways. Aside from swords, 
shields, and crossbows, you have charms, which modify combat, adding attributes like el- 
emental damage, leeching, or better blocking, and spells, which apply to whatever magical 
conduit you have equipped.” 


Some battles will call for defense as well. “Like in Souls games, everything has weight; the 
heavier your equipment load, the slower you'll move. Different equipment weights cause 
different move speeds, stamina uses, spell costs, roll animations. Everything scales to how 
you want to play.” 


As with previous Ska releases, Salt goes for a unique hand-drawn style. “Everything is hand 
drawn and hand animated,” says Silva. “I'm working on a bit of a parchment and watercolor 
look for the world design that's this nice marriage of shaders and hand-drawn art.” 


As for the soundtrack, it “has become a bit of an experiment in classical composition. Then 
| added guitars. It's definitely moody, and definitely sounds like us.” 


Salt and Sanctuary will definitely leave an atmospheric — and action-packed — impact on 
players when it debuts for PS4 and PS Vita. There could very well be room for a second 
helping, too. Says Silva, “We'd love to have more Salt.” Ff 
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PUBLISHER: Riding on a wave of rabid fan demand and a fortuitous 
Watermelon . : 
DEVELOPER: Crowd-funded investment, Watermelon Games has fi- 
Watermelon nally released the remake of their 16-bit cult classic, Pier 
PLATFORMS: 


DC, PS3, Xbox 360, PS4, 
Xbox One, Wii U, PC, 
Mac, Linux, Android, 

Ouya 
RELEASE: 
09.30.14 
PLAYERS: 
Single-player 
ESRB: 

T 


OUR RATING 


pier elar 


Oh, I believe you've already 
met these three. This is my 
son, Hoston. His friends, 


Alina 


“3 


Solar, onto the game machines of the current generation. 


The finished product is a brilliant reproduction that not : 
: ply rehashed the Redbook audio of the Sega CD soundtrack; 
: they've completely overhauled the music to a degree that 


only manages to capture all of the sensibilities and nov- 
elties that defined the original, but cleverly leverages 


hardware horsepower to heighten all of those hallmark 


charms. 


Pier Solar was always praised for its beautiful presenta- 
tion that showcased the best qualities of the Sega Gen- 
esis, and the way in which it thoughtfully complemented 
the game's memorable story. 


So while it’s only natural that the HD remake captures 
a similar sense of beauty, Watermelon has retained a 
portion of the design ideals and assets from its car- 
tridge-based predecessor, blending them against a brand- 
new interface that’s built with high-fidelity versions of the 
vistas and environments. This fresh, nuanced approach to 
the visuals adds an extra flair of elegance that genuinely 
enhances the same novel spirit of the game in every way. 
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: The Pier Solar soundtrack was incredible not only because it 
: was well-composed, but because it leveraged the strengths 
: of the Genesis’ oft-maligned audio chip. The remastered 


: soundtrack is home to some exquisite ear candy, outclassing 


most other OSTs released this year. Watermelon hasn't sim- 


returning aficionados may have a hard time recognizing even 


the most signature of tracks. The results are amazing. 


The turn-based RPG roots of Pier Solar are wholly intact; in 
fact, content-wise, the game is virtually identical to the ini- 
tial version in every way. While this HD remake was mostly 
intended to be a glossy reprint of the title for new platforms, 
the lack of any new additions to the games beyond the 
upgraded a/v elements is remarkably disappointing — es- 
pecially considering the production time and resources in- 
volved in its development. 


Despite the lack of something new, if this is your first rodeo 
with The Great Architects, then rest assured — this is the de- 
finitive way to go, and you don't even have to waste valuable 
time slotting in a cartridge. i 


PROS/CONS 


(a) Artistically driven 


presentation that's 
still able to bring 
out the traditional 
spirit of the game 
under its new 
coat of paint 


The lack of any 
new content 
simply relegates 
this to a pretty 
retread for 
returning fans 


PUBLISHER: 
Frima Studios 
DEVELOPER: 
Frima Studios 
PLATFORMS: 

PS4, Xbox One, 
Wii U, PC 
RELEASE: 

09.30.14 
PLAYERS: 
1-2 players 
ESRB: 

E 


OUR RATING 


L 

/ ERIENDS 
REQUIRED, BUT 

| NOT INCLUDED. 


’y Tom Hall 


Once upon a time, long before the Internet allowed multiplayer action 
without actual human interaction, people used to actually get together 
to play videogames with one another. It was a great way to spend time 
with friends and loved ones. People still share their memories of those 
days even today. While it seems like that era is long dead and buried, 
there are still some games that are keeping it alive. 


One such game is Frima Studios’ Chariot, a unique couch co-op puz- 
zle-platformer where you must push or drag the coffin through the 
catacombs in search of a place that's just right for burial. The game 
mechanics are well done, as you'll find yourself using the chariot as a 
step stool to help you reach a higher ledge and then using a rope to pull 
the chariot up with you. 


The great fun of Chariot is when you play with a friend. The puzzles are 
far more satisfying to complete in co-op, and there are even special ar- 
eas that can only be accessed together, leading to an even greater sense 
of satisfaction afterward. More than that, there is just something great in 
seeing a game do this. It gives me hope that younger gamers who might 
not appreciate retro gaming will still be able to have some of those spe- 
cial couch multiplayer experiences that many of us still treasure. 
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HACK YOUR WAY OUT OF A PAPER BAG. 


PUBLISHER: 
Double Fine Productions 


DEVELOPER: 

Double Fine Productions 
PLATFORMS: 

PC, Mac, Linux 
RELEASE: 

09.09.14 

PLAYERS: 

Single-player 

ESRB: 

N/A 


OUR RATING 
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Here | thought that Double Fine — the studio with the legendary Tim 
Schafer at the helm — could do no wrong. Along comes Hack ‘n’ Slash, a 
“Zelda clone” that bestows upon you the power of hacking in-game ob- 
jects. It's a cool concept, but can it carry a whole game when that's one 
of the very few redeeming qualities? I'm pretty sure | just answered my 
own question. 


You play as a familiar-looking elf girl who finds a sword, but not just any 
sword. This bladed weapon breaks immediately only to reveal a USB stick. 
The start of the game tutorializes you on its use by having you “hack” (as 
in computer hacking) the locked gate before you and switch the OPEN 
variable from “false” to “true.” You soon realize that anything with a USB 
port can be manipulated in a similar fashion. Rocks can be pushed further, 
bushes can be burned to yield hearts, turtles can be made to explode on 
contact, and so forth. 
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As fun as the multiplayer is, playing in single player is very boring. With- 


out a friend around, the levels just seem to drag on, bogging down the 
entire experience. The game feels specifically designed with multiplayer 
in mind, which is fine in most cases. Just don’t make the single-player 
mode an afterthought, leaving poor schmucks like me in the dust. 


Chario 


and is great to look at. Playing with a friend is a heck of a lot of fun 


is a good game. It plays very well, has excellent level design, 


also. If you're playing by yourself, however, you may want to hold off, 


at least until the price is right. This is one chariot ride built for two. ta 


pMAX_ACTIVE_TURTLES 
SECONDS _BETWEEN_SPAWNS 
SPAWN_BEHAVIOR 


There are a lot of possibilities within this concept, but the execution of the 


puzzles and overall lack of quality of Hack ‘n’ Slash end up killing much of 
the enjoyment of this “manipulating the Matrix.” Make no mistake, this is a 
game made by programmers, for programmers, about programming. The 
mountainous number of variables get thrown at you too early, making it 
feel highly inaccessible for folks who aren't up to speed with coding lingo. 
Hack ‘n’ Slash feels like it wants to be a point-and-click game, adventure 
game, and meta programming joke rolled into one. It just doesn’t gel well, 
and ultimately leaves the majority of gamers who aren't part of the “inner 
circle” behind. Chalk this up as a missed opportunity. as 
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PUBLISHER: 
Nintendo 
DEVELOPER: 
Bandai Namco 


PLATFORMS: 
Wii U 


RELEASE: 
11.22.14 
PLAYERS: 
1-8 players 
ESRB: 

E10 


OUR RATING 
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WHAT'S OLD IS NEW AGAIN, AND JUST AS GOOD. 


PUBLISHER: 
Warner Bros. Interactive 
Entertainment 


DEVELOPER: 
Arrowhead Game 
Studios 


PLATFORMS: 
PC 


RELEASE: 
09.23.14 


PLAYERS: 

1-4 player co-op 
ESRB: 

M 


OUR RATING 
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ONE SMASHTO RULE THEM ALL...AND THIS ONE CERTAINLY RULES. 


’yRobert Workman 


Just as it's done with previous iterations, Super Smash Bros. continues to 
get better. The Wii U edition of Nintendo's multi-character brawler packs 
even more punch this time around, thanks to a number of new inclusions 
— as well as that awesome versus combat component. 


First up, Smash packs on plenty of weight in the fighter department, with 
Duck Hunt Dog, Pac-Man, and Mega Man among other obscure and pop- 
ular characters. It's quite a selection, and the ability to add your own Mii is 
a nice touch — though you'll get destroyed by Mario, regardless. 


Next up, the modes are plentiful. Story mode is back, complemented by 
a host of other side modes where you can clean up on trophies galore 
while brushing up those Smash skills you're going to need when going up 


against other players. 


And what a battle it is. Smash offers up eight-player local fighting, which is 
not only unprecedented, but maniacally awesome as brawlers fly all over 
the screen. If you prefer, you can stick to a lesser count online, where the 


»Y David Giltinan 


The original dungeon crawler has returned, but is it better than ever? This 
2014 entry of the classic arcade series certainly looks better than ever, 
and yet it’s more or less the same. Don't get me wrong, it’s not a bad thing. 


At its core, Gauntlet goes back to its hack-n-slash roots, allowing up to 
four players to traverse through floors filled with enemies, traps, and 
treasure. Each of these floors switches things up a bit with different ob- 
stacles. In one floor, it’s your standard “kill all the enemies, grab all the 
loot” fare. The next, Death will appear periodically, killing you instantly 
upon contact. There are even boss battles to keep you and your fellow 


comrades busy. 


Each class presents a radically new way to play. There’s the standard 
brute strength of the Warrior, defensive tactics of the Valkyrie (plus 
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game works wonderfully across the Nintendo Network. And yes, you 3DS 


owners can get in on the fun, too. 


Smash provides a myriad of gameplay options, from use of the GameCube 
controller (with the hard-to-find adapter) to the classic Pro Controller. 
They all work well (even that oblong GamePad), as you'll have no problem 


Smash-ing people into oblivion. Pummel or perish. 


Finally, the presentation is absolutely awesome, the best yet for the se- 
ries. The HD transfer certainly paid off, but the fluid fight- 
ing action holds up with mesmerizing stage design 


and animations, along with a soundtrack that any 


Smash fan can certainly be proud of. 


Some fighters didn’t make the cut, but, over- 
all, Super Smash Bros. is still one of 2014's best. 


And if you disagree, hey, we'll gladly settle it. In 
Smash, of course. pas 


Captain America-like shield throw!), quick, long range attacks of the 
Elf, and pure, destructive spells of the Wizard. Gauntlet does a nice job 
giving each class their unique traits, all while balancing strengths and 
weaknesses. The former can be tipped more in your favor with the use 
of relics which grant you added abilities, some making more sense for 


certain classes than others. 


The gameplay can feel repetitive — as the case tends to be in this 
genre — however, leveling up your chosen class of hero and acquir- 
ing enough gold for a sweet new relic will keep grind-hungry players 
happy. It’s the kind of game that you will pick up and play, suddenly 
realizing it’s exactly all you want out of a game at a given moment. This 
addictive quality coupled with the classic Gauntlet controls make for a 


winning formula. ia 
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In 1997, Konami proved that it can still whip it good 
— even without the traditional Belmont. >> srobert workman 


PUBLISHER: 
Konami 


DEVELOPER: 
KCET 


PLATFORMS: 
PS1 


RELEASE: 
10.02.97 


PLAYERS: 
Single-player 
ESRB: 

T 


OUR RATING 
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It's hard to believe that Castlevania: Symphony of the Night, 


Konami's gleaming triumph in its long-running action series, ! 


is nearly 18 years old. What's even crazier is that it remains 
a refreshing game to play, mainly due to the fact that it’s so 
Castlevania, and yet it's so not Castlevania. 


Let me explain. The traditional aspects of the series are com- 


pletely intact here, with hordes of venomous creatures to de- : 


stroy and, of course, Dracula's castle, complete with plenty 
of twists and turns as you explore its halls and — eventually 


— watch as it pulls the floor right from under you, forcing you 


to reevaluate the situation and strike accordingly. 


And yet, producer Koji Igarashi and his team threw a curve- 


ball and created a wholly unique experience by having you 
play as Dracula's exiled son Alucard, instead of the tradition- 


al Belmont. Alucard brings with him a unique ghoul-slaying 


style, and is adept at exploring for hidden goodies and using 
a dodge technique that avoids incoming attacks. 


As jarring as the changes may be, they work remarkably, even 
after all these years. Symphony still remains a stirring game 


experience, especially when you start picking up new items: 


that matter, such as a longer broadsword or new abilities that 
will help you battle back against sinister elements. What's 


more, the boss battles are intoxicatingly good, whether 


you're facing a death-dealing double or a large creature that 
takes some time to chip away at. It all pays off in the end. 


What's more, this quest will take a great deal of time, and 
once you beat it, you can venture through again with that not- 
so-secret character that can be unlocked. This adds tremen- 
dous replay value, and makes it feel more like a traditional 
Castlevania, for the purists who truly demand it. But, don’t be 


surprised if you become so used to Alucard that he becomes. : 


your new favorite — he can hold his own against any Belmont. 


erable little pile of secrets.” on 


: Presentation-wise, there are situations where the game 


can show its age. It was initially released on a 32-bit 


console after all. Still, there’s nothing like it. Symphony 
displays 2D tranquility at its best, from its lavish castle 
design (which, again, offers plenty of twists and turns to 
keep you exploring) to its astounding visual effects (par- 
ticularly with some of the more complex bosses — watch 


out for surprise attacks). It continues to look stupendous 


to this day, a true evolution for the 2D Castlevania games 
we've come to expect from before. And, surprise, it hasn’t 


been matched since, although several of the Game Boy 


Advance / DS releases that followed certainly came 
: close. 


Then there’s the audio. Sure, the voice acting is bad, es- 
pecially at the beginning ("You steal men’s souls...and 


make them your slaves!”) but that’s just one tiny cheesy 


element in an otherwise well-balanced experience. The 
sound effects are superb throughout, adding tense at- 
mosphere to each situation you take on. But, really, 
what holds it all together is Michiru Yamane’s fantastic 


soundtrack. From the dreaded opening theme to the up- 


beat (and well-composed) conclusion, it’s a tremendous- 


: ly good listen — and more than enough reason to plunk 


: down some cash on a physical soundtrack. 


: Although it’s very unlikely we'll see an HD version of this 
anytime soon (or, even more painful to admit, a sequel 
that lives up to its legacy now that Igarashi is long gone 
from Konami), the legacy of Symphony of the Night cer- 
tainly warrants a revisit, even if you've beaten the game 
to death so long ago. Its refreshing gameplay, surprising 
presentation, and oodles of hidden extras continue to 
keep it the defining chapter of the Metroidvania genre. 


After all, you just can't beat the king, even if he is “a mis- 
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PROS/CONS 


(4) Great 


combination 
of familiar and 
new gameplay 
elements 


© Visuals and audio 
truly represent 
the best of the 
PlayStation era 


(a) Plenty to explore, 
and good replay 
value 


Voice acting is 
cheesy 


We'll never see 
the sequel it truly 
deserves 
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PUBLISHER: 
Data East 


DEVELOPER: 
Data East 
PLATFORMS: 
Arcade 
RELEASE: 
01.15.87 
PLAYERS: 
Single-player 
ESRB: 

NA 


OUR RATING 


PUBLISHER: 
SNK 
DEVELOPER: 
Yumekobo 
PLATFORMS: 
Neo Geo 
RELEASE: 
09.26.99 
PLAYERS: 
1-2 player 
ESRB: 

NA 


OUR RATING 


’y Robert Workman 


I'm not sure what Data East had in mind when it placed a circus strongman 
in a quest to find treasures throughout the world, but hey, if the Bad Dudes 
can succeed, so can Karnov. In this platformer with a twist, you guide the 
unlikely hero as he scours the globe to find said treasures, while dealing 
with enemies that range from skeletons riding on mutant ostriches (!) to 
armed mermen. Never mind what Karnov is doing underwater in the first 


place, there's treasure, man! 


The “twist” lies in the game's inventory system, as you'll utilize everything 
from flying wings to ladders to bombs in order to help Karnov get around. 
He's not the most well-armed hero, and without the proper items, he's 
toast after just a hit or two. However, with this system in place, the game 
has a certain charm about it, and being able to locate additional gadgets 
over the course of each level is enough of a delight to keep me interested. 


Considering this came out in Data East's arcade heyday, the presentation 
is fairly dated now, with static backgrounds, a soundtrack that keeps re- 
peating despite the change in locale (it's the Karnov theme, because, well, 


there's hardly anything else), and simplistic animations. That said, it defi- 


The Neo Geo had its fair share of shooters, including Pulstar, Last Resort, and 
the unforgettable isometric blast-a-thon Viewpoint. However, SNK came out 
of left field when it released a sequel to its sleeper hit Prehistoric Isle for both 
the arcade and home units, once again letting loose a barrage of dino enemies 
upon an unsuspecting city. As one of a pair of heavily armed choppers, it's 
your job to blast away and bring them down before the world enters another 


stone age. 


This side-scrolling shooter features most of the conventions that have be- 
come popular with the genre, including plenty of weak and strong enemies to 
fire upon, as well as stars to pick up for bonus points, power-ups that increase 
your firepower, and, in pure Defender fashion, innocents that need to be res- 
cued and inexplicably hang beneath your helicopter instead of climbing their 


way in like a normal person. No matter — you've got dinosaurs to hunt. 


While the game is barely original, it does stay true to the theme of the orig- 
inal, with plenty of bullet-shooting dinos to take down on the ground and in 
the air. It's kind of weird seeing a T-Rex getting all bent out of shape and firing 
rounds of bullets at you (can it even carry a gun?!), but the gameplay makes 
the game enjoyable throughout, even during some of the tougher boss en- 
counters. And, yes, in pure shooter fashion, there are plenty of those here. 
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nitely fits the company’s motif in terms of design, and, again, there's a cer- 
tain charm behind the lead character that's a bit hard to resist. 


Although the game is tough in parts, particularly without a certain item 
you need to move forward, Karnov has enough innovation to recommend 
it to this day. Finding a coin-op unit is likely to be a tough order, especially 
considering the more popular Bad Dudes and Robocop can barely be found, 
but MAME can let you see the game in its full glory, fire-breathing and all. 


The only downside is that the rotating 7m 


power-up cannon from the original game ee a 


ee 


The 16-bit-style presentation is dated, be 
though a level above the original game in 


is gone, replaced by typical gunfire and 
missiles. Boo. 


terms of visual flair and music. There are situations where the speed drops 
a bit, especially if you're playing with two players, but overall, it does have 
that classic Neo Geo zest to it, as long as you're not expecting anything more. 


While Prehistoric Isle occasionally succumbs to the usual shooting stan- 
dard, it's still a must for fans of the genre, especially if you can track down 
a home cart in reasonable condition. Because they're not quite dinosaurs 
just yet, right? ta 


PUBLISHER: 

Trem 

DEVELOPER: 

Trem 

PLATFORMS: 
Arcade, TG16, Amiga, 
Amstrad CPC, Atari ST, 
C64, ZX Spec, VC 
RELEASE: 

1988 

PLAYERS: 
Single-player 

ESRB: 

NA 


OUR RATING 
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MAKE NO ite THIS GAME IS HARD. OLD-SCHOOL, ## 2 
MILK-THE-QUARTERS-FROM-THE-KIDS HARD. » Aaron Dennis-Jackson 


| was reticent to review Irem’s Ninja Spirit, because frankly, it's a little old 
for my tastes, and shameful as it is to admit — and contrary to popular 
opinion, because every indie game nowadays is a near-impossible 
platformer — I'm just not a massive platformer fan, outside of your 
Marios and Sonics. But | had a good time with this old beast, because 
even though it was released in 1988, it featured a host of solid ideas that 
still hold up today. 


For starters, you have a selection of weapons straight out of the gate; 
this goes against the “you'll take what we give you and like it” philosophy 
that other games from this era employed. There's your standard katana, 
your ninja bombs, your shuriken, and the awesome kusarigama, which 
is kinda like a grappling hook made solely for killing, and they can all 
be powered up to make you a whirling dervish of death. So offensively, 
you have a sweet selection of range and power attacks for taking 
out enemies. And take them out you will, as it employs the ancient 
technique of throwing endless waves of baddies at you until you reach a 
certain point. This is fine in the early going, but as you begin to encounter 


PUBLISHER: 
Psygnosis 


DEVELOPER: 
Reflections Interactive 


PLATFORMS: 
PS1, N64, PC 


RELEASE: 
11.16.95 (PS1/PC), 
09.30.99 (N64) 


PLAYERS: 
1-2 via Link Cable 


ESRB: 
NA 


OUR RATING 
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enemies that jump and shoot, it quickly becomes pandemonium. 


by Aaron Dennis-Jackson 


One of the first games for the PlayStation (also released for PC and, much 
later, N64), Destruction Derby is absolutely astonishing in terms of how well 
it has weathered time's ravages — especially compared to the vast majority 
of its 32-bit colleagues. It's incredibly fun, and truly goes to show how much 
the series’ later “innovations” harmed instead of helped. 


The Oxford definition of a derby: A bunch of cars smash each other 
into damn wrecks until they're all dead except hopefully you. The game 
has just a few variants. There’s your standard stock car racing, and then 
there’s my personal fave, “Wreckin’ Racing,” which combines reward for 
raw destruction and racing for points. This balance gives this particular 
mode its flavor; you have to try and balance racing clean — and scoring 
points by making the podium — with smashing, bashing, and crushing 
your opponents. What makes this balance so hard to achieve is the fact 
that your car has 10 impact points that wear down over the course of the 
carnage, and when one goes, you know about it. Whether it’s because your 
car pulls in one direction or a rear wheel seizes, it all contributes to making 
it far more difficult to not only score points but to keep the holy-of-holies 
intact: your front end. That...came out a lot creepier than | intended. 


What | mean is, your radiator is the only part of your car that can put you 
out of a race for good, which makes life difficult because the front is how 
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But that’s okay, because one of Ninja Spirit's most interesting qualities 
is what | like to call the “Me+Me=F-You” power-up; upon obtaining one 
of these, an unkillable spirit will fight beside you, and all power-ups for 
your weapons transfer to him. This is a big help, but it really becomes 
awesome when you can get two or three of them happening at once. 


And make no mistake, this game is hard. Old-school, milk-the-quarters- 
from-the-kids hard. Even with the power-ups and spirits tied to your 
player, you'll die, like, a bunch. But | didn’t mind too much because even 
though the arcade version is one-hit death, you don’t have to restart 
from the very beginning of the level, and your weapon power-ups are 
pretty easy to come by, thanks to the never-ending wall of death being 
thrown at you. Pop the right dude, and hey, now you're throwing three 
shuriken instead of one. Bonus! 


So there's quite a lot to like about Ninja Spirit, provided you can get past 
the difficulty, and if you're a modern retro gamer chances are you either 
relish the challenge or you think this game is too easy and I'm just soft, 
which | honestly don’t mind. Tough guy. pas 


you do the best smashings of your opponents, who for some reason seem 


to primarily be Scottish. Get a good enough hit on ‘em, and they'll Scottish 
at you; are they saying you did good, or are they calling you the c-word? 
Who knows? Not this guy! 


Speaking of hitting, one of the things that keeps the game simple enough to 
be fun is this: You can’t get airborne...which is frankly something | thought 
I'd never praise. Anywhere. Ever. What you are awarded points on is the 
amount of rotation you lay on your opponent on just one axis, with spinning 
them a full 360 degrees awarding maximum points. And of course, you get 
butt-loads of points if you can destroy their radiator, provided yours is still 
in half-decent condition. 


Gaming seems to have come around to Destruction Derby's way of doing 
things, to the point where you wouldn't bat an eye if you saw a better- 
looking version of this exact game in, say, the Microsoft Store. It’s held up in 
a lot of areas, and if you can’t get at least a good Saturday afternoon out of 
it, the problem ain't the game, it’s you. And probably your butt. in 
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ABOVE: The collection includes more than 
200 arcade games from the earliest classics 
to the latest specialty products. 
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Located in Rochester, New York, The Strong National Museum of Play is home to the International Center for the 
History of Electronic Games (ICHEG). We got in touch with Dr. Jeremy Saucier, the center's assistant director, to talk 
about this enormous collection and the impact these games have had on our society. 


RETRO: Tell us about the center's mission. Why did you 
feel it was important to focus on video and electronic 
gaming as a subset of the museum? 


Jeremy Saucier: |CHEG's mission is to explore and pre- 
serve the history of videogames and other electronic 
games and their impact on the world. We do that in a 
variety of ways through our collecting, exhibits, CHEG- 
heads blog, producing original research in places like the 
American Journal of Play, and creating partnerships with 
national and international institutions. 


The Strong is the only collections-based institution in 
the world dedicated solely to the study, exploration, and 
preservation of play, so, for us, ICHEG was a natural out- 
growth of our larger mission. We established ICHEG in 
early 2009 because we realized electronic games were 
changing the way people played, but also the way we live, 
learn, and relate to one another. We also saw that there 
were connections between older forms of play and elec- 
tronic games, such as tag and Pac-Man or a dollhouse and 
The Sims. And we believed that as more and more people 
recognized the significance of electronic games scholars 
in the present and future would study games in much the 
same way as they've studied literature, film, and televi- 
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sion. We wanted to help preserve that history and make it 
accessible to people for years to come. 


When we established ICHEG we had less than 500 ob- 
jects related to videogames. Today, we care for a grow- 
ing collection of more than 55,000 items, plus extensive 
archival collections from key companies and individuals 
in the history of the industry. It's among the largest and 
most comprehensive collections of its kind in the world. 


RETRO: How “hands-on” is the exhibit? Can people play 
the games, consoles, and arcade games? 


JS: Play is inherently interactive, so we strive to create 
exhibits that combine interactivity with artifacts and 
interpretation. For example, our eGameRevolution ex- 
hibit, which explores the history of electronic games, 
features artifacts behind glass and interpretive labels 
to provide background and context, but it also includes 
an array of playable console, computer, and coin-op 
games. Guests have the opportunity to play games 
such as Donkey Kong, Tron, and Robotron: 2084 on orig- 
inal hardware in original arcade cabinets. We call these 
objects “userfacts” as opposed to artifacts because we 
allow our guests to play with them. 


But we also have an obligation to care for the userfacts 
and artifacts in our collection. And in some cases, we 
restrict certain rare or fragile games from heavy public 
use so an example of the game can be preserved and 
made available to researchers. But overall, that’s a small 
percentage of our collection, and it's something that our 
curators and conservators evaluate on an ongoing basis. 


RETRO: Your website mentions there are over 200 ar- 
cade games in the collection. What are some of the more 
historically important games and how did you acquire 
them? 


JS: We have examples of video arcade games from ev- 
ery era starting with Computer Space from 1971, the first 
commercially sold arcade videogame, and Pong and Pong 
Doubles, which helped introduce videogames to millions 
of people. Other significant arcade games include Touch 
Me, which inspired Ralph Baer to create his popular Si- 
mon game and Gun Fight, the first commercial arcade 
game to use a microprocessor. Some of the harder to 
find titles include Triple Hunt; Warrior; an environmental 
cabinet version of Radar Scope; Cosmic Chasm; an Aster- 
oids prototype; and the unreleased Maze Invaders (1982), 
which is one of only two instances produced. 
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The Asteroids and Maze Invaders games were both orig- 
inally part of Atari game designer Ed Logg’s personal 
collection. We acquired more than 100 machines from 
the Videotopia traveling exhibit, while many others came 
from donors and collectors. 


RETRO: Your collection includes a variety of electrome- 
chanical pinball machines and games. Can you tell us 
about some of those? What's the oldest in your collec- 
tion? 


JS: Over the past two years we've consciously expanded 
our collection of mechanical pin games and electrome- 
chanical pinball machines because they are significant 
playthings that helped lay the groundwork for the devel- 
opment of videogames. It's easy to forget that companies 
like Bally, Williams, Midway, and Gottlieb got their start 
making mechanical games and pinball machines de- 
cades before Pac-Man and Q-Bert. Those pinball games 
introduced ideas like “three lives” and “extra lives.” We 
can trace some of the same play mechanics in shooters 
like Space Invaders and popular first-person shooters 
back to electromechanical shooting-gallery games. 


Our oldest mechanical pin games and electromechanical 
pinball machines are from the beginning of the pin game 
craze of the 1930s. Our collection includes early games 
such as Whiffle (1931); Whoopee Game (1931); Ballyhoo 
(1932), the first game produced by Bally Manufacturing; 
and World's Fair Jigsaw (1933), which capitalized on the 


popularity of jigsaw puzzles during the 1930s. Other 
significant electromechanical machines included in the 
collection are Bumper (1936), which featured one of the 
earliest electrified scoring bumpers, and Humpty Dumpty 
(1947), the first game to use flippers. 


RETRO: How many pinball machines are there in the ex- 
hibit? What are some of the rarer tables in the collection? 


JS: Of the more than 50 coin-op games you can expect to 
play in eGameRevolution, guests have the opportunity to 
play around a dozen pinball machines at any given time. 
That includes games such as Monster Bash, FunHouse, Re- 
venge from Mars, Lord of the Rings, Star Trek (2013), and 
Wizard of Oz. But, again, we've featured pinball machines 
in other temporary or seasonal exhibits and even high- 
lighted them this past summer in an exhibit titled Pinball 
Playfields which focused on the history of pinball and the 
evolution of playfield design. 


Two of the rarer games in the collection are Contact and 
Triple Action. Designed by Williams founder Harry Wil- 
liams in 1933, Contact combined many important fea- 
tures like battery power and an electric bell into a single 
game, and helped make him into a sort of Thomas Edison 
of the pinball industry. Pinball designer Steve Kordek cre- 
ated Triple Action in 1948 with just two flippers placed at 
the bottom of the playfield. The placement of two flip- 
pers at the bottom of the playfield remains an industry 
standard today. 


ND tans 


fl ati 1 Th 


RETRO: Your collection of consoles is very impressive. 
How did you decide which consoles to include in this col- 
lection? What are some of the rarer ones? 


JS: In collecting original videogame consoles we focused 
primarily on representing as many consoles as possible, 
but we also realized that in order to play the games on 
original hardware, you must have those systems. So 
there's a practical element as well. 


Some of the rarest consoles in ICHEG's collection are a 
replica of Ralph Baer’s “Brown Box,” which was the pro- 
totype for the Magnavox Odyssey and a prototype Xbox 
360 and Kinect, generously donated by Microsoft. Other 
hard-to-find consoles include Japanese systems such as 
the Victor Wondermega M2 Multi Amusement Player 
(1993) and the Sega Mega Jet (1994). 


RETRO: How many console games are in the exhibit? 
How are they characterized and organized for viewing? 
Are they all complete, including their boxes? 


JS: There are nearly 200 console games on exhibit in- 
cluding rare games such as a 1990 Nintendo World 
Championships gray cartridge and a Channel F Math 
Quiz prototype cartridge. Many of these games are on 
display among consoles, handheld games, and related 
artifacts in a series of cases that represent a timeline 
of electronic gaming history. Other games are in cases 
addressing particular themes like education or violence. 
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Whether or not we display a game in its original packag- 
ing depends on availability and what particular interpre- 
tive point we're making. 


RETRO: Your literature also mentions vector-based, sim- 
ulator, and specialty games. Can you point out some of 
the more interesting specimens? 


JS: These are different kinds of video arcade games that 
we have represented in our collection. Vector-based 
graphics games as opposed to raster graphics games 
were primarily manufactured by Cinematronics, Atari, 
and Sega between the late 1970s and middle 1980s. 
Some examples in ICHEG's collection include Space War 
(1977), the first vector-based graphic game; Asteroids, 
Atari's bestselling game; and Battlezone and Red Bar- 
on, which introduced three-dimensional images from a 
first-person perspective. 


Beginning in the middle to late 1980s, game manufac- 
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turers competing with improved console and computer 


game graphics focused more of their efforts on creating 
simulator games. These were often larger games that 
simulated racing, flying, or other experiences that were 
difficult to replicate on a home console. Included in 
ICHEG's collection are the racing game Sega Super GT, 
the pedaling game Prop Cycle, and the rock music simula- 
tor Guitar Hero Arcade. 


We also have a growing collection of what we call “spe- 
cialty games” because they are unique like our Fix-/t Fe- 
lix Jr. arcade cabinet created by Disney for its animated 
film Wreck-It Ralph (2012), or represent the move toward 
turning popular mobile games into arcade games such as 
our Fruit Ninja FX and Jetpack Joyride Arcade. 


RETRO: The most exciting part for me is your mention 
of videogame company collections. What's all here and 
how did you go about getting some of those one-of-a- 
kind items? 


JS: ICHEG cares for an array of materials from Atari's 
coin-op divisions, Braderbund, Her Interactive, Micro- 
soft, Strategic Simulations Inc. (SSI), and other significant 
companies that help document the history of the indus- 
try. Many of these collections not only include examples 
of the company’s games, but also archival materials such 
as business records, design documents, artwork, mar- 
ket research, correspondence, and other forms of doc- 
umentation. For example, the Atari Coin-op Divisions 
Collection includes Asteroids designer Ed Logg's original 
three-ring binder filled with notes, drawings, production 
schedules, and focus group and field test reports on the 
game. These kinds of materials are organized and cata- 
loged by our librarians and archivist and housed in The 
Strong's Brian Sutton-Smith Library and Archives of Play. 


In addition to videogame company collections, we also 
care for collections of materials from significant game 
designers such as Ralph Baer, Roberta Williams, Don Da- 


CLASSIC: 1966 Ralph Baer brown box, check! 


Will Wright design docs 


glow, Jerry Lawson, and Will Wright. Game designers Bill 
Budge and John Romero donated the Apple Il computers 
they created some of their earliest games on. Artifacts 
such as these are like preserving Orson Welles’ camera 


or Ernest Hemingway's typewriter. 


We display some of these materials in our exhibits and 
also make them accessible to researchers and visit- 
ing research fellows. All of these materials provide us 
with insight into how the game industry developed and 
worked, how designers crafted some of their most sig- 
nificant games, and how electronic games and play have 
changed. 


There are many factors involved in acquiring collections 
like these. Sometimes it's being in the right place at the 
right time or meeting the right person, but whether we're 
working with a collector or the original owner of the ma- 
terials, he or she needs to be comfortable with the insti- 
tution and trust that we will care for and preserve their 


materials in perpetuity. And we're honored to do so. 


RETRO: What's next for The Strong museum? Are you 
completely finished with the exhibit, or are there plans 
to add more? Is there anything you're really trying to find 
that eludes you? 
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JS: Our model is to build permanent or semi-permanent 
exhibits that provide guests with variety and depth of ex- 
perience. People of all ages should be able to return to 
our exhibits many times and still learn new things, play in 
new ways, and have fun. For eGameRevolution that means 
we rotate games, display newly acquired artifacts, and 
introduce new stories and interpretation. ICHEG also 
produces other seasonal or temporary exhibits that 


have focused on subjects such as the history of seaside 


amusements and arcades, the history of pinball, and the 
design of Atari's coin-op games. 


Our eGameRevolution exhibit is also part of a series of 
four standalone exhibits on the history of play in Amer- 
ica. We opened Game Time!, an exhibit on the history of 
board games and puzzles in 2013. An exhibit titled Play 
Pals, which focuses on figurative play or dolls, stuffed ani- 
mals, action figures, and toy soldiers will open by the end 
of 2014. The Strong is also partnering with the Toy In- 
dustry Association to undertake a major renovation and 
transformation of our National Toy Hall of Fame in order 
to house the Toy Industry Hall of Fame alongside the Na- 


tional Toy Hall of Fame. In short, the work of our talented 
team of curators, exhibit designers, artists, sculptors, and 


cabinet makers is never really “finished.” fa 
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ROAD TRIP: Where else 
are you going to seea 
Fruit Ninja and Bally Hoo 
under one roof? Visit 
the Strong Museum at 
museumofplay.org 

to plan your next visit! 
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YOUR GUIDE TO BUILDING 
THE ULTIMATE RETRO LIBRARY 


THE PLATFORM 


When Sony and Sega launched their respective 
32-bit, CD-based game machines in 1994, Ninten- 
do bided its time. It told gamers to wait for its rev- 
olutionary 64-bit system — twice the bits! — that 
would be powered by a Silicon Graphics chipset 
that could produce more glorious 3D graphics than 
the competition's. The Nintendo 64 was as power- 
ful as Nintendo said it was, but Nintendo's refusal 
to move away from the archaic cartridge format 


doomed it before it even hit the shelves. Even 


though it was steamrolled by PlayStation, Ninten- 


do 64 still played host to some of the best games 
of the generation, from Super Mario 64 on day one 
to Legend of Zelda: The Ocarina of Time, both of 
which helped to lay down the design rules for the 
new era of 3-D polygonal gaming. And it gave us 
the analog thumbstick, too! 


COLLECTING IT 


As an old man with one foot in the grave, | start feel- 
ing my age most acutely when | see grown actual 
adults at retro-game conventions pointing at Nin- 
tendo 64s and saying, “| got this for Christmas when 
| was 4.” I'm sorry, are you Benjamin Button? The 
N64 was the first thing | bought with money from 
my first high school job. And that wasn’t that long 
ago, right? Right? 


Anyway, even if some of you are a little young to be 
having midlife crises and buying your old toys again, 
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the fact remains that Nintendo 64 collecting is hot 
right now. Its library is small — there were only 296 
games released in the U.S., and that’s 100 more than 
made it out in Japan. So collecting a complete set 
was, at least for a while, easily attainable, especially if 
one was only trying to acquire the cartridges. 


But as more and more collectors are taking up the 
N64 as one of their platforms of choice, we're finding 
that some of the games, especially their boxes and 
manuals, can be quite hard to get a hold of, and that’s 
caused some very surprising price spikes in the last 
few years. Luckily, all of the standard-release cartridg- 
es are still fairly affordable. 


THE HOT ONES 


Here are the games any collector would go crazy to 
find in a box of junk at a flea market. Every piece of 
these games, from the cartridge to the manual to the 
box, is worth big bucks. 


Clay Fighter 63 1/3: Sculptor's Cut (1998) 

Quite a few of the rare Nintendo 64 games were ex- 
clusive to rental stores, or otherwise limited in their 
availability. This improved version of the parody Clay- 
mation-style fighting game was exclusive to Block- 
buster. Since rental game manuals often took heavy 
damage, finding the Sculptor’s Cut manual in great 
shape is perhaps the biggest challenge. The cartridge 
will cost you $200, but a mint boxed version will go 


QQGINTENDO SIXTY-FOOOOUR! 


The market for original classic games has never been hotter. Whether you're 
obsessed with collecting or just want to play your old favorites in their original 
format, you're paying more for old games than ever before. Each issue in Collect- 
a-Thon!, we'll break down the current collecting scene for a particular platform. 


well over $1000 — how much so depends on the con- 
dition of the box and instructions. 


Stunt Racer 64 (2000) 

Another Blockbuster exclusive, this racing game by 
Midway gets anywhere from $400 on up for a com- 
plete, mint copy. 


Transformers Beast Wars: Transmetals (2000) 
This, too, seems to have been a rental exclusive at least 
for a time. Expect to pay $400 for a complete copy. 


Worms: Armageddon (2000) 

This version of the once-popular strategy series 
seems to have been printed in very low numbers. 
Loose cartridges are starting to reach the $100 level, 
with a complete copy taking twice that. 


Bomberman 64: The Second Attack! (2000) 

This sequel to Bomberman Hero has a cult following 
but few copies to go around. Complete copies are 
now selling for over $300. 


Super Bowling (2001) 

Before it began to crank out all manner of shovelware 
for Wii and Nintendo DS, UFO Interactive published 
this N64 game very late in the console’s life. Collec- 
tors are becoming more aware of its rarity, which has 
pushed the price for a loose cartridge up to about 
$50-60 and complete copies well past $300. 


Illustration by Thor Thorvaldson 


International Superstar Soccer 2000 and 
International Track and Field 2000 (2000) 

This pair of sports games by Konami also seem to 
have been released in very limited numbers, as the 
U.S. versions are tricky to track down. Complete cop- 
ies seem to be hovering in the $120 range. 


EXPENSIVE, NOT RARE 

There are many, many more Nintendo 64 games 
that are getting into the realm of three-digit prices, 
especially mint and complete. Several of them were 
actually published by Nintendo in significant quanti- 
ties! So the prices seem to be more about sheer de- 
mand in these cases. Nintendo's Conker’s Bad Fur Day 
and StarCraft 64 are highly sought after. The Mario 
series, in terms of sheer numbers, must be the most 
common games on the platform, and yet nice copies 
of Super Mario 64, Mario Kart 64, Paper Mario, Super 
Smash Bros. or any of the Mario Party games are be- 
tween $50 and $100. Same for the two Zelda games, 
Ocarina and Majora's Mask. 


On the third-party side of things, Konami's Goemon’s 
Great Adventure and Castlevania: Legacy of Darkness 
are hard to find, as is Harvest Moon 64. Atlus games 
like Ogre Battle 64: Person of Lordly Caliber and Snow- 
board Kids 2 are also getting expensive. 


Less sought-after games that are also jumping in price 
as more collectors aim for complete sets include Tom 
& Jerry in Fists of Fury, Rat Attack!, and NFL Blitz Special 
Edition (another rental exclusive). And while it's still 
inexpensive to buy a loose cartridge for the limited-re- 
lease Indiana Jones and the Infernal Machine, the box and 
manual make a $20 cart into a $100 complete copy. 


SPECIAL EDITIONS Nw 
The game industry's grand tradition of packaging 
random tchotchkes in with games and labeling them 
“special collector's editions” began, eh, roughly 
around this time period. Two N64 special packages 
seem to have been released in very limited numbers 
and thus sell for quite a bit when they surface today. A 
copy of Gauntlet Legends that includes a metal Warrior 
figurine goes for around $400 (the box has a window 
hrough which the figure can be 
seen). And Midway's Rampage 2: 
Universal Tour had a limited edi- 
ion that included a plush stuffed 
oy of one of the game’s monster 
protagonists. This varies wildly in 
price whenever one comes up — 
he last one sold for $2000. 


NOT FOR RESALE 

To this day, Nintendo produc- 
es versions of its games with 
special labels that read NOT 
FOR RESALE, to be placed in 
store demo kiosks. The Nin- 


tendo 64 had many of these, and some collectors 
are trying to build full sets of all of them. Since the 
game boards themselves are identical, most of these 
cartridges only command a small premium above the 
price of the retail game. 


There are a few big exceptions — namely, unfinished 
beta versions of games that Nintendo placed in stores 
but never intended to get out into the wild. These al- 
ways have distinguishing physical characteristics. A 
demo of Acclaim's Turok 2: Seeds of Evil, which has a 
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black and white text label, sells for over $300. So does 
Donkey Kong 64, which is distinguished by being on a 
gray cartridge, not the banana-yellow cartridge that 
the retail game ships on. 


But the big one, and the holy grail for N64 collectors, 
is the Legend of Zelda: Majora's Mask gray Not For 
Resale cartridge. Recently, two copies of this sold on 
eBay for (are you sitting down?) $1400 each. Note 
that the gold Not For Resale cart, which is identical to 
the retail game, is only worth around $100. 


Official 


Seal 


PROTECT YOURSELF 

While | have not seen a 100 percent fake Nintendo 64 
cartridge yet, there are some scams out there. Some 
N64 collectors will pay high prices for “variant” car- 
tridges. Some games that came on colored cart shells 
are also out there in standard gray versions, which are 
much harder to find. The problem is, unscrupulous 
sellers could print out fake labels, swap some boards 
around and make themselves a fake “variant” to dupe 
someone who can't tell the difference. So if you're go- 
ing to wade into the murky area of variants, be sure 


you know how to tell the real thing! i 
Chris Kohler (@kobunheat) is the founder and editor of Game| Life, 


the gaming channel of WIRED. He is a lifelong game collector and the 
author of the books Power-Up and Retro Gaming Hacks. 
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COLLECTING CASTLEVANIA 


@ Not many gaming franchises have had the 
staying power of Castlevania. Sure, the popular- 
ity of Konami's series of vampire-killing action 
games has had its peaks and troughs. (And now, 
after Lords of Shadow 2, it may be at its nadir.) 


But to chart the history of Castlevania is to watch 
the evolution of videogames themselves: 8-bit 
sprites, the 16-bit console wars, the gorgeous 2D 
art of PlayStation, the awkward 3D puberty of 
Nintendo 64, the domination of Nintendo DS — 
name an era, and there's a Castlevania game there 
to help define it. 


With that kind of longevity, it should be no sur- 
prise that the series has fans from many eras who 
want to collect every single release. Somewhere 
along that journey, one must ask: What consti- 
tutes a “complete” Castlevania collection, any- 
way? And what is a man? Come with me on this 
journey, as we discover how to turn your misera- 
ble little pile of Castlevania secrets into a majes- 
tic, complete pile. 


SIMON'S EARLY YEARS 

In the beginning, there was Castlevania on the NES. 
The first three games in the series were very pop- 
ular on the 8-bit machine and produced in mass 
quantities, so it shouldn't be too hard to get the 
original game and sequels Simon's Quest and Drac- 
ula's Curse into your collection. If you want to gild 
the lily on this, you can search out one of the ear- 


2} lier print runs of Castlevania — these have a “five- 


\ screw” cartridge shell variant, and the box has a 


“hangtab” on the back used for hanging the game 
on a store's rack. That's the original-original. 


Versions of the original Castlevania were also re- 
leased in the U.S. for the IBM PC, Commodore 64, 
and Amiga computers. These are incredibly diffi- 
cult to find and often in poor or incomplete shape 


when you do. 


PORTABLE POWER 

Buying all of the Castlevania games for the black- 
and-white Game Boy is where things start to get 
expensive. Buying a complete copy of the first 
game in the portable series, The Castlevania Ad- 
venture, will cost you about $50-60 — and that’s 
the most common of the four. Castlevania II: Bel- 
mont's Revenge is well over $100 complete in box. 
The latter-day release Castlevania Legends, the only 
game to star a female Belmont and unfortunately 
also one of the worst games in the series, was pro- 
duced in small quantities and sells for nearly $40 


loose and $200 complete. 


And then there’s Kid Dracula, which is not only one 
of the rarest Castlevania games in the U.S. but one 
of the toughest games to find across the Game Boy 
ibrary. Complete copies sell for over $300 when 
they even surface, and the cartridge alone will cost 
you about $50-60 — that’s at the very top end 
‘or loose Game Boy carts! (And yes, Kid Dracula 
is a Castlevania: In Japan, it’s known as Akumajou 
Special: Boku Dracula-Kun, making it clear that it is 


part of the Akumajou Dracula series, as Castlevania 


is known in Japan.) 


16-BIT BATTLES 

Arriving just in time for the Super Nintendo's first 
Christmas, Super Castlevania IV was a reboot of the 
original battle between Simon Belmont and Dracula 
that used as many of the whiz-bang new graphical 
features of the SNES as it could possibly manage. This 
was never an expensive SNES game, but the recent 
rise in popularity of Nintendo's 16-bit platform for col- 
lectors has driven Super Castlevania IV prices up. 


Castlevania: Dracula X has always been expensive, 
however. A reworked (inferior) version of the Ja- 
pan-only PC Engine game Rondo of Blood, it is nev- 
ertheless a holy grail of Castlevania collectors in the 
U.S. The Sega Genesis got its own unique entry in the 
series, Castlevania Bloodlines. There are two distinct 
printings of this game: one in a hard plastic case, and 
another rereleased by Majesco in a flimsy cardboard 
box. The latter sells for considerably less, if you want 
to add a copy to your shelf on the cheap. 


RISE OF THE METROIDVANIA 

While some other 16-bit successes struggled in the 
leap to CD-ROMs (sorry, Contra), Castlevania's debut 
on PlayStation would prove to be an enduring master- 
piece that would help define a new genre. Castlevania: 
Symphony of the Night was a big enough hit that find- 
ing a nice complete copy today is still fairly easy. The 
follow-up game Castlevania Chronicles is not a sequel 
to Symphony but an enhanced version of another Ja- 
pan-only game in the series. It's getting tougher to find 
by the day! 


On Nintendo 64 was a separate branch of the series. 
These initial attempts to translate Castlevania's vam- 
pire-whippin’ gameplay into polygonal 3D could not 
be called successful. The first game, again titled sim- 
ply Castlevania, is still fairly cheap in complete condi- 
tion. The follow-up, Castlevania: Legacy of Darkness, is 
more expensive. (Again: Neither are very good.) 


Konami continued to gamely attempt to make 3D 
Castlevania work, with results that were never truly 
satisfying. On PlayStation 2 we pretended to like Cas- 
tlevania: Lament of Innocence and Castlevania: Curse of 
Darkness (the latter also having a release on the orig- 
inal Xbox). 


But it was the Metroidvania-style games on the Game 
Boy Advance that truly continued the series’ legacy. If 
you're going to track down copies of Castlevania: Circle 
of the Moon, Castlevania: Harmony of Dissonance, and 
Castlevania: Aria of Sorrow, make sure to beware of 
fakes! There are tons of bootleg Game Boy Advance 
games out there, some with very convincing boxes and 
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manuals. Look closely at the cartridge labels and boxes, 
comparing them to the originals, before you buy. 


There are two more Game Boy Advance games: Cas- 
tlevania Double Pack collects the first two GBA games 
into a single cartridge, and a barebones port of the 
original Castlevania is on GBA as part of the “Classic 
NES Series.” 


Once you've got those out of the way, all you have 
to do is get the Nintendo DS trilogy (Dawn of Sorrow, 
Portrait of Ruin, and Order of Ecclesia), that one PSP 
game (Castlevania: The Dracula X Chronicles), the why- 
did-they-do-this fighting game for Wii (Castlevania 
Judgment), and the Lords of Shadow series (the two 
main-series games on PlayStation 3 or Xbox 360, the 
Nintendo 3DS spin-off Mirror of Fate, and the Lords of 
Shadow Collection disc for good measure)...and you've 
completed your Castlevania collection! 


Sort of! 


IMPORTED DELIGHTS 

Throwing a bit of a wrench into our so-called “com- 
plete” collection is the fact that there were a few Cas- 
tlevania games that never left Japan. Only a month 
after the release of the original Akumajo Dracula for the 
Famicom (NES), Konami released a separate version 
for the Japanese MSX computer. This was actually re- 
leased in Europe as Vampire Killer. Another game called 
simply Akumajé Dracula, released on a later Japanese 
personal computer called the Sharp X68000, was the 
version that was rereleased as Castlevania Chronicles on 
PlayStation. 

“=. Kid Dracula only appeared on Game Boy in 
= the U.S, but there was a Famicom version in 
Japan as well. Most notoriously, Akumajou 
Dracula X: Rondo of Blood for the PC Engine 
Super CD-ROM never appeared on our TurboGrafx-16s. 
If you really want to be a completionist, you'll also want 
the Sega Saturn port of Symphony of the Night, which 
had various additional features (and slowdown). 


And there's one more important import: While owning 
the 1988 arcade iteration Haunted Castle may be an 
impossible dream, a version of the game was released 
for PlayStation 2 in Japan as part of a series of ports 
of classic arcade games called Oretachi Ge-sen Zoku 
(We, the Arcade People”). 


Then again, if you are so crazy in your Castlevania col- 
lecting as to acquire a Haunted Castle machine, and 
maybe even the unique 2009 machine Castlevania: 
The Arcade, please invite me over to your house. . 


COLLECTING CASTLEVANIA 


Castelvania Cimeline 


1986 


1987 
1988 
1989 


1990 
1991 


1992 
1993 


1994 
1995 
1996 
1997 


1998 
1999 


2000 
2001 


2002 
2003 


2004 
2005 


2006 
2007 


2008 


2009 


2010 


2011 
2012 
2013 
2014 


Castlevania 

Vampire Killer 

Castlevania II: Simon's Quest 
Haunted Castle 

Castlevania: The Adventure 
Castlevania III: Dracula's Curse 
Akumajo Special: Boku Dracula-kun 
Castlevania II: Belmont's Revenge 
Super Castlevania IV 

Kid Dracula 


Akumajo Dracula 
Castlevania: Rondo of Blood 
Castlevania: Bloodlines 
Castlevania: Dracula X 


Castlevania: Symphony of the Night 
Castlevania Legends 


Castlevania (Nintendo 64) 
Castlevania: Legacy of Darkness 


Castlevania: Circle of the Moon 
Castlevania Chronicles 

Castlevania: Harmony of Dissonance 
Castlevania: Aria of Sorrow 
Castlevania: Lament of Innocence 


Castlevania: Dawn of Sorrow 
Castlevania: Curse of Darkness 
Castlevania: Portrait of Ruin 
Castlevania: Order of Shadows 
Castlevania: The Dracula X Chronicles 
Castlevania: Order of Ecclesia 
Castlevania Judgment 


Akumaj6 Dracula: The Medal rN 
Pachislot AkumajO Dracula a 

4 A te 
Castlevania: The Arcade ‘ ¥ 


Castlevania: The Adventure ReBirth gy \\ 
Pachislot Akumaj Dracula} oh i 
Castlevania Puzzle: Encore‘of the et AR yi 
Castlevania: Harmony of Despair : 1 4 q 


Castlevania: Lords of Shadow 


fm 
Pachislot Akumaj6 Dracula 0) 
Castlevania: Lords of Shadow ‘Mirror of Fate 
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RARITY REPORT 


RERGEM 


byJeremy Parish 


WHAT IS IT? 

One of the most preposterously rare Game Boy releases of all time, which is kind of weird given 
that it was published by Sunsoft, a major supporter of the platform. Trip World features the rich- 
est audio-visual stylings the system ever played host to, along with a decidedly unique approach 
to platforming. 


WHY SO EXPENSIVE? 

A combination of a low print run, spotty global publishing, and a sterling reputation make Trip 
World a keen example of the principles of supply and demand. The game saw a brief retail run 
in Japan and Europe — never in the U.S. — and some estimates pes its production numbers 
in Europe at the low five figures, if that. Combine that with high demand generated by its leg- 
endary reputation and the general difficulty of finding well-cared-for vintage Game Boy games 
(kids and cardboard boxes do not make a collector-friendly medium) and you have a shockingly 


expensive rarity. 


1S IT WORTH THE HYPE? 
It's hard to justify dropping the price ofa 
nice computer on a single game you can 
clear easily in an afternoon, but at the 
very least it's safe to say that Trip World's 
reputation as a beautiful and unique work 
holds up. You'd be hard-pressed to find 
any classic black-and-white Game Boy ti- 
tle that looks this nice — each and every 
section of the screen has a unique layout 
and graphical style, with wonderful details 
for the attentive. 


Equally impressive is Trip World's uncon- 
ventional play style. While it seems on the 
surface like a typical platformer, if you stop 
to observe how enemies interact with you, 
you'll eventually notice that most of them 
actually aren't enemies. Only a handful of 
creatures in the world pose any real threat 
to you; you can bump into creatures with 
no ill effect, and most of them will either 
ignore you or approach you playfully. You 
can kill them, but there's no advantage to 


doing so. 


Between the elaborately crafted back- 
grounds and the abundance of critters 
going about their business, Trip World 
manages to create the sensation of, well, 
a world. Through which you're taking... 
trip. It’s an early example of content tour- 
ism in the most literal sense, a low-diffi- 
culty romp through a lovingly crafted land. 
Unless you get hung up on the bosses 
(which can at times be tricky, especially 
given how little active combat exists in the 
game on which to hone your skills), you 
can blast through Trip World in no time at 
all — which makes for a pretty low enter- 


tainment-time-to-cost ratio. 


But you're not really meant to approach 
Trip World with the same mindset you 
would a typical action game. It's more 
about enjoying the sights and playing 
around with protagonist Yakopoo's abil- 
ity to transform into flying and swim- 
ming forms or interact with the crea- 
tures and other inhabitants of the world 


in different ways. 


BUT I DON'T WANNA PAY $3000! 

Ah, well, sorry. Sunsoft reprinted and 
remade a fair number of its games (and 
others!) once the Game Boy Color revi- 
talized the Game Boy market, but Trip 
World wasn't fortunate enough to enjoy 
that boon. And it seems unlikely we'll 
ever see any sort of compilation featur- 
ing Sunsoft's old 8-bit releases, either. 


But all hope is not lost! If you're really 
determined to own Trip World legitimate- 
ly, you do have a much more affordable 
avenue available to you than dropping 
an entire paycheck on a 30-minute vid- 
eogame experience. Sunsoft republished 
Trip World on both the European and Jap- 
anese Virtual Consoles, where it costs 
about $3. You'll need to buy a Europe- 
an or Japanese 3DS (or 2DS) in order 
to access the eShops in those regions, 
but that sure beats buying an actual Trip 
World cartridge — a bare cartridge alone 
costs about three or four times what an 
imported 3DS would. “Great deal” really 


is a relative concept. 
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Ah, autumn: The season of leaves changing color, holidays of mass consumption, 
and football. Now | know that when you first think of “football” nowadays, crimi- 
nality and racist team names immediately spring to mind. But please try and think 
of a time when football was simply a sport, albeit a violent, brain-mashing one. 
Let's look back at a few football titles on the NES that are somewhat safe to play! 


10-Yard Fight 

Release Date: 10.1985 
Developer: Irem, Nintendo R&D1 
Publisher: Nintendo 


This was a serviceable and simple football title 
which was the first released for NES. With your 
nine (not 11) players per team, battle it out on the 
gridiron in one of five increasing difficulties. The 
play is simple and consists of either executing 
a running play, a passing play to a receiver, or an 
option play where you can toss to a runner before 
attempting a pass. Defense consists of selecting 
one of two defenders and then tackling with a dive 
or trying to intercept the straight-line passes. The 
game is not without its charm, but its very slow 
pace and simplicity can get wearisome. 10-Yard 
Fight is one of those games that has a special place 
in a few gamers’ hearts, as it helped define the NES 
experience for those early adopters. I'll always re- 
member the excruciatingly long time it takes your 
second receiver to go into motion and travel behind 
your line of scrimmage. You could read this entire 
issue before that happens. 


primal needs in a fun, 8-bit way! ta 
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NES Play Action Football 
Release Date: 09.1990 

Developer: Tose 

Publisher: Nintendo 


fins Oecd 


In this gridiron game, you choose either a single game 
or playoff mode. Eight teams are selectable, consist- 
ing of real NFL players along with individual stats. 
Gameplay takes place from an overhead, isometric 
perspective, which takes getting using to since the 
direction pressed to move the players corresponds 
to a different one on the control pad. The graphics 
and presentation on field are impressive, however the 
actual action is subpar. Players move at a very slow 
pace, transforming a quick sport into a plodding ex- 
perience. When passing, the view switches from the 
closer view to a higher one, which then reverts back 
when the pass gets close to the receiver, which is a 
little jarring. The clunky gameplay mechanics contin- 
ue with inconsistent tackling, a lack of speed balance 
amongst players, and having to manually hand off the 
football during running plays instead of doing it auto- 
matically. What looks promising at the start comes 
off as a beta version in sore need of revisions. This 
supported up to four players via the NES Satellite or 
Four Score, however | am unaware of any stories of 
epic four-player NES Play Action Football action. 
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Tecmo Bowl 
Release Date: 02.1989 
Developer: Tecmo 
Publisher: Tecmo 


This time you take control of one of 12 teams on the 
way to the Tecmo Bowl Championship. The teams 
are based upon real NFL ones with real players and 
their own playbooks consisting of four offensive 
plays each. Players on all teams are rated with their 
own skill attributes based upon their real-life coun- 
terparts. Both offense and defense select one of the 
four offensive plays. The level of effective defensive 
coverage comes down to guesswork — if the defense 
chooses the same play as the offense the play will 
most likely be stuffed. The football gameplay is not 
simulation-based but rather reflects a quick arcade 
style that also is very smooth. Controls are solid and 
make passing, running, and tackling quite simple and 
satisfying. Music, sound effects, and graphics are all 
very good and reflect a very polished title that is more 
than the sum of its parts. The two-player mode is an 
absolute blast, and there’s even a coaching mode 
thrown in for good measure. While it lacks a season 
mode and may not realistically depict all aspects of 
football, Tecmo Bow! is one of the most entertaining 
sports games on the NES. 


Next time you have the urge to play concussive tackle football against your friends in the park, reflect on the fact that you're not getting any younger, you're 
not getting paid to get hurt, and your health insurance probably stinks. But fret not! Just choose one of the NES pigskin games here and fulfill those violent, 
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Combat games typically have a 

tutorial that includes weapons 

training. Here is where you shred 

a bunch of targets in a training 

room and experience every kind 

, of weapon the game has to offer. 

This can include such diabolica 

weapons as the UZI 9mm or the 

Phase Plasma Rifle in the 40- 

‘watt range. A feeling of true power sinks in; you're ready to take on al 
that stand in your way. But just then, for inexplicable reasons, the leader 
of your unit decides that you'd be better off assaulting the enemy base 


with 3 handgun and six bullets. Oh, and no body armor. “Nevermind al 
that cool stuff we have at the training camp, you'll just have to make due 


with what you've got.” i South : 
ar fit 
Who planned this mission, anyway? pe r 


& "4 
Thankfully, the enemy commanders are just as stupid, if not more so. 


They equip their soldiers with guns that (when dropped) levitate, ro- 
tate, and glow. Nothing screams “high security” as much as guns and 
ammo scattered around the entire complex in plain sight for anyone 
to pick up and shoot a guard with. If not that, then what's it there for? 
Emergency hallway lighting? 


Special credit’s due to the enemy squad leader, who always makes 
a decisive order to charge right when you've mounted the fixed 
machine gun emplacement. Does he not see you stepping into the 
thing with the spinning barrel and armored shielding? Why did his 
brain choose this moment and say, “Seems like a fine time to rush 
him guys! CHARGE!!!” All concerned immediately succumb to your 


blood rage. With leadership like this, it’s a wonder the enemy don’t 
all desert. 


Then along the way you'll often find shotguns in air vents, crossbows 
in stairwells, sniper rifles near the roof. It’s as though the enemy wants 
you to win. “He might run out of ammunition by the time he reaches the 
sub-basement. We'll go ahead and put some weapons and ammo in this 
janitor’s closet. Hopefully he finds them there.” 


In some games you'll find landmines that blink and make noises Whemyou 
get near them. The enemy will always ignore the telltale signs of a giant 
landmine stuck to a wall and just run by it as it beeps its urgent warning: 
The enemy's ragdolled body is flung down the hall, a burnt warning to 
anyone who doesn't tread carefully among some of the least concealable 
explosives yet devised. 


Typically these bodies can be searched, and even after being hit by a bar- 
rage of explosives the grenades and ammo they carry are still in great 
shape. Good thing, you'll need it to supplement that useless handgun you 
dropped near the entrance. p- 


° ° °o ° 


’ o 7 > = 


Ten 


P 
& 
B > 
= 
A 


— 


- 


o 


- 
« 


> 
" ‘ 
~ 


22 ~ , a 
frm ws oe ‘ vat 61 
aS ee . | ae 


on the Internet at Seanbaby.com. 


Seanbaby invented being funny 


Bad decisions have led him to 
specialize in terrible and absurd 
games. Follow him on Twitter 

@Seanbabydotcom. 


LADY BUG- 


The box of Lady Bug featured a sexy woman kung-fu fighting a robot lobster. Her bikini 
was barely containing an escape attempt by her breasts, and | mention this because that 
bikini was the only thing “ladybug” about any of it. Also, Lady Bug seemed to be at least 
40% nipple and it's hard not to notice something like that. It was as if her boobs had their 
own set of only slightly smaller boobs. It was as needlessly sexual as any painting of a lady 
bug has any right being which brings me to my point: It’s amazing. Any van's side panel 
would be lucky to have it. Unfortunately, if you opened the box and played it, you got this: 


HIGH RESOLUTION IMPACT GRAPHICS 


FOR USE ON COLECOVISION ONLY | oe 


It's just Pac-Man. No robot lobster. No bikini girl. Just a ladybug where Pac-Man should be. 
And I'd argue she’s not even that sexy by ladybug standards. She's got droopy antennae, 
no legs, and only one spot? Psh, I’ve seen hotter insects in Yar's Revenge. 
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Video Game Cartridge 
For the ATARI Video Game System and Sears Video Arcade 


For The INTELLIVISION "S 


FOR USE WITH 'tH| 
ATARI VIDEO GAME SY 
at AND SEARS ViDEO AR} 


NO ESCAPE!. 


No Escape!'s cover was simply a photo of a beautiful man riding a pegasus. It was hard to tell whether it would 


be a game about killing people from flying horseback or about the burning majesty of love. As you may have 


guessed, it was neither. It was this: 


You played the part of a man killing skeletons with 
rocks. You were on foot and there were no pegasi 
anywhere. Hold on, though. The cover of this 
game is a photo. If there weren't any flying horses 
in this game, why the shit did some photographer 
spend all day gluing wings to that horse? That's 
pointless in such a bizarre, horse-hating direction. 
Some janitor at Sears Portrait Studio came in af- 
terwards and had the worst night of his life, and 
for what? So No Escape! could lie to children in 
1982? Monsters! 


DEMON ATTACK - 


Demon Attack's box was like a sarcastic third-grade art project. Some photographer sprayed dinosaur toys 
with chrome paint and glued jet wings to them. It looked absolutely nothing like a demon attack. It looked like 
spray-painted dinosaur toys and had no chance of looking like anything other than that. Especially since they 
used the same rubber dinosaurs every child in America had in 1982. They were so ubiquitous no one remem- 
bers buying them; they were simply there in our homes for as long as anyone could remember like a Le Chat 


Noir poster or an Eagles Greatest Hits album. 


The actual game was about killing birds with a pink 
teepee, which only sounds uniquely bizarre. It was 
actually so close to the game Phoenix that Atari sued 
them. The lesson: If you promise the universe jet dino- 
saurs and fail to deliver, the universe will punish you. 


WORM WARI- 


The box art for Worm War | gave us a glimpse of the glorious way everyone in the future will die — in a tank 


battle against giant, radioactive worms outside a gas station. The game inside didn’t quite live up to this. It was 
actually the story of a bored letter W spitting at flickery nightcrawlers. 


Even the title of Worm War | was sort of a lie since, as 
of press time, no one has made a Worm War II. One 
might argue this points to stupidly blind optimism 
rather than dishonesty, but I'd like to submit a third 
piece of evidence. In Taiwan, they changed the name 
of this terrible game to Cobra 104, probably because 
“Worm War |" translates to “Soybean Bathtub Sex I.” 
They also changed the box art to something twice as 
misleading and 50 times as awesome: John Rambo 
just completely ignoring a giant snake. In any country, 
nothing lies harder than a Worm War | box. ia 
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COMIC EXPERIENCE POINTS 


EXPERIENCE 


NOSNHOP LLODS «a 


| HEY! IT’S MY OLD WHIP! FROM BACK 
| WHEN | THOUGHT | WANTED TO GROW UP 
. TO BE SIMON BELMONT. 


AND THEN I’D FIND THE SHANKARA 
» | STONE, BE IRRITATED THAT THERE 
WERE SNAKES IN MY PLANE, AND 
ZAP A LOAD OF NAZI SOLDIERS 
WITH ARK LIGHTENING. 


I9sl... 


MOM, CAN | 
HAVE A QUARTER 
TO PLAY 
PAC-MAN? 


KN 


64 www.readretro.com 


| WAS GOING TO FIND DRACULA’S 

CASTLE, AND SINGLE HANDEDLY 
DESTROY HIM, AND ALL HIS MINIONS, 

WITH A SIMPLE SWING OF MY ARM. 


GO GET YOUR HAT, SHORT ROUND! WE 
NEED TO SHUT DOWN ALL THE TRASH 
COMPACTORS ON THE DETENTION LEVEL 
BEFORE IT’S TOO LATE! 


BY SCOTT JOHNSON, MYEXTRALIFE.COM - ©2014 ALL RIGHTS RESERVED 


MOM, CAN | HAVE A 
PLAYSTATION ¥, 6 GAMES, 
3S EXTRA CONTROLLERS, 
A HEADSET, 

A SUBSCRIPTION TO PSN, 
SEASON PASSES FOR 
THOSE GAMES, 

A MEMORY CARD 
AND MY OWN DATA LINE? 
PLEEEEEASE?T 


Illustration by Thor Thorvaldson 


MAGAZINE 


When Nintendo Power ended in December 2012, Nintendo Force took up 
its torch the very next month. Have you subscribed yet? If not, it’s not too 
late to join the Force of Nintendo fans fighting to keep the NP legacy alive! 
Visit NintendoForceMagazine.com and click Subscribe to get started! 


of our first 10 issues. If you buy 
anew subscription and enter 
the code READRETRO in the 
Order Notes during checkout, 
we'll send you a link to download 
the digital versions of all 10 of 
them for free! It's an easy way 
to get caught up on NF, going 
back to the very beginning!” 
— LUCAS M. THOMAS, 
EDITOR-IN-CHIEF 
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GEEK + GAMING GEAR SUBSCRIPTION 


|_| LOOTCRATE 


“No, you haven't died and gone to 

a= heaven. This is better!” - readwrite 

GAM E R G EAR “Valued at over $40, for just about 
1/3rd of that price.” - isomer 


“This is a subscription service unlike all 


mo. plus S/H the others!” - TJIGJEM 


